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COLLECTION also contains an eight page booklet complete with lyrics and information on 
ROBOTECH and ROBOTECH II: THE SENTINELS. 
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EDITORIAL 
TO FIRST PRINTING 


You now hold in your hands the 
first issue of the Official Robotech 
fanzine, approved by Harmony Gold 
U.S.A. This is the result of a long 
process and we are glad that it finally 
turned out that well. 


To start from the top, let us tell 
you how it all began. Last summer, a 
group of students, all hooked by the 
Robotech series, us, took the decision of 
publishing a fanzine to talk and learn 
more about this animated phenomenon. 


Some time after that, one of us 
got the idea of making this zine official, 
approved by Harmony Gold U.S.A. 
They were approached and liked the 
idea. We thought that by this mean, we 
would be able to reach a wider public. 
The purpose of a fanzine is, after all, to 
share a common interest with as many 
people as possible and to give them a 
way to express their ideas for the benefit 
of all those involved. 


Meanwhile, we got in touch with 
some of those presently involved in the 
promotion of the world of Robotech and 
got very positive reactions; this is great. 
We are sure that the initiative of a 
fanzine is one of the ways to keep the 
interest in Robotech, in particular, and 
on related japanimations, in general, in a 
good shape. We heard the voices of 
“techies” who were hoping to see 
Robotech survive the passing of years. 
We think that with your support, dear 
fans, this challenge is not out of reach. 
PA is there for this purpose. 


That about wraps it up. We 
welcome our readers to Protoculture 
Addicts and hope you will walk with us 
in this fabulous universe that is 
Robotech for at least until the arrival of 
the SDF-1. 


Before letting you devour the 
material included in this issue, we have 
to send our special thanks and deepest 
appreciation to Susan Christison and 
Kate Kessler of Harmony Gold U.S.A. 
who gave patiently of their time to allow 
for this publication a suitable releasing. 
Our thanks also go to David Keller of 
Starblaze/The Donning Company 
Publisher, David Riddick of Books 
Nippan/U.S. Renditions Ind., and John 
Stephenson of Blackthorne Publishing 
Inc. for their support and to Komico, 
Cosmix and Comic Key, comic book 
stores of Montreal, for their 
encouragement. 


See you in ninety days. 


Jean Carriéres 
Alain Dubreuil 


EDITORIAL (2) 


Here I am writing the revised 
edition of issue #1’s editorial. 
When [ look at the original printing 
of this issue and at what | said in 
my first editorial | cannot refrain 
from thinking about how much 
things have evolved incredibly fast 
in the small universe of 
Protoculture Addicts. Looking at 
what has been done since last year, 
with just (or mostly) the three of us, 
even being deeply involved in other 
matters (school, life, etc.), I feel a 
certain pride. I hope you will 
forgive me for this, but we did fight 
so hard to make P.A what it is with 
so limited resources (money and 
time especially), that it makes me 
believe in guts and in the ability to 
fulfill a dream with strong will. Of 
course our main strength has been 
your support, not only by you 
buying P.A. but also by you writing 
sO many positive feedback letters. 
Appreciation always helps. 


TUM 
Lai f 


m\ lide 


I now find Protoculture 
Addicts being more of a service 
"network" for Robotech and anime 
fans than a plain magazine 
business. I[ feel that all those very 
commendable organizations around 
the country involved in promoting 
anime viewing deserve support. [ 
also think that the businesses 
involved in selling Robotech and 
anime products should be 
mentioned in our publication. You 
the readers want to see more 
japanese animation; the clubs and 
us, at P.A., want to spread the word 
about good quality animation so it 
seems only logical to give them 
exposure in our pages, hoping they 
will attract those of you not already 
involved in a local club. Being 
involved with a local club may 
prevent you from buying bootlegs. 
That way we will encourage the 
Japanese to make their products 
more affordable if they really feel 
we want to buy them. You the 
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readers want to get stuff on your 
favorite anime so I thought 
mentioning some stores [ know and 
others I will hear about eventually 
by you readers or by anime 
newsletter’s staff | made contact 
with, is also a service, helpful to 
you. 


In fact, P.A. wants: first, to 
keep you addicted to Robotech and 
anime by all the possible means; 
second, to help you to get together; 
third, to support you in finding 
whatever product you are searching 
for. That way we hope the fandom 
will become stronger, dynamic and 
tightly coordinated so that North 
America can become an anime and 
manga market only trailing very 
closely behind the Japanese market. 
Then the Japanese would become 
interested in making their products 
more readily available to us. 


Alain Dubreuil 
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Tre VOICE OF FREEDOM FIGHTERS 


Dear PA People, 


Let me start off by saying 
please, please keep up the good work! 
Protoculture Addicts is by far the best 
Fanzine I have ever bought and read. 

I’m a big Robotech & Macross 
fan, IT have almost all the Robotech & 
Macross books, comics and models that 
T could get my hands on. And a small 
video library also. 

T’ve just bought PA 2, 3 and 
after reading them I can say that you put 
a lot of hard work into them with each 
issue you have improved the Fanzine. 
A+ I also enjoyed the short story 
EARTHRISE, I would like to see more 
of them. 

T also play the Robotech RPG, 
the VERITECH LOG and the 
“OPTIONAL" RULES have made the 
game much more enjoyable and 
realistic. I’m looking forward to the 
next PA issue. Bye for now. 


Todd Novak 
Yucaipa, CA, USA 


- Encouragements always help to 
keep us aware of our responsibilities. 
We will try not to disappoint any of 
you with our publication, by keeping 
it in constant evolution and with a 
varied contents. 

AD 


Dear P.A. Crew, 


First, IT would like to say that 
you guys do a GREAT JOB! #3 is the 
first issue T received and T loved it. My 
only regret is that T missed #1 and #2 
(and whatever #0 was, which was 
mentioned on page number seven in a 
fan’s letter in #3). This leads me to one 
of the reasons T wrote this letter, I want 
to know if I can get any of those three 
issues that I missed. 

T think your TOP UH?! is 
hilarious. It reminded me of my friend, 
who first introduced me to 
ROBOTECH, because our favorite 
comment when we would run into each 
other in the halls at school was a series 
of "UH?!" mocking Rick Hunter. We 
always used to laugh at the way the 
characters sighed/UH?! and talked fast. 
My comments are not meant to knock 
Carl Macek or the Harmony Gold Crew. 
As Carl said in his interview in P.A., he 
would have liked to fix those things but 
he was rushed. I think those funny little 
things make ROBOTECH what it is and 
that much more original. 

T don’t know if you can publish 
what else I am going to write because it 
might seem like advertising for Family 
Home Entertainment/Harmony Gold 
U.S.A. T would like to let the P.A. 
readers that haven’t seen the ads in the 
comic book know, that they can order 
the original tapes of ROBOTECH: THE 
MACROSS SAGA from Family Home 
Entertainment (F.H.E.) by calling 
1-800-PLAYIVE (1-800-752-9483). 
The tapes come in six volumes and cost 
(when T ordered them) $79.95. T also 


tecently called them (3/89) about 
ordering the tapes for the MASTERS 
and THE NEW GENERATION, and 
they said that it would be about another 
two months before they would be 
teleased. 

T also wrote to tell you that I sent 
my letter to HBO, as suggested by Terry 
Messner in #3. I would also suggest that 
you save a little space in future P.A.’s to 
reprint that (or a form of it) request. 

Like Phil York, T also think P.A. 
would be great in color and if you had 
to raise the price to do so, T know I 
would be willing to pay (as many fans 
would). Which brings me to another 
question, why didn’t Eternity Comics 
print ROBOTECH IT: SENTINELS 
comics in color? 

Well that’s all this time. Once 
again, FANTASTIC JOB! 

Thanks, 


Gary Gleason 
DIE HARD FAN 
Omaha, NE, USA 


P.S. One more idea, ever 
thought about making a big, color 
poster out of the logo you use in the ads 
and on the T-shirt? T would buy it! 


- A very nice letter by a quite 
hooked Robotech fan. Concerning 
back issues, #0, #1 and #3 are 
officially sold out. Good news is that 
#1 is reprinted. Stock on other issues 
like #2, 4 and 5 are not very high but 
we still have some left. I think you 
have the good feeling about the UH?! 
section. Concerning FHE I hope the 
boost in their sales will make them 
happy. The HBO file is also a very 
important one, please, please, please, 
write! More color will eventually 
come in P.A. If we sell more, each 
copy will cost less, permitting us to 
improve the look. We cannot do that 
right now. We do not want to lose any 
reader because of a retail price too 
high for P.A. Poster th? We will 
think abont it. 

Alam Dubreuil 


To all Robotech fans, 

T used to think nobody cared for 
Robotech any more. In 1986, TI enjoyed 
the 3 Robotech wars on TV. Then came 
the Robo-comics. Soon that series was 
over. I was depressed. Then came 
models, action figures, role playing 
games, novels and many more 
Robo-accessories. I liked them too, but 
they were also eliminated from the 
market. 


All my friends left Robotech — 


behind and got into unrealistic things. 
As far as T was concerned, 
Robotech was no more. Until Robotech 
i: The Sentinels entered the stores, and 
that wasn’t all! T noticed a particular 
word on the stands. THAT word was 
Protoculture... (I remembered 
Robotech). Quickly, I lifted the small 
magazine, only to discover it wasn’t a 
magazine! It was Protoculture Addicts, 
the OFFICIAL Robotech Fanzine #4. T 
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bought it. T enjoyed it so much I 
decided to write to you guys. This book 
is the best thing since Robotech itself! 
I’m glad, finally, somebody 
cared for Robotech enough to keep the 
spirit alive! 
A true Techie 
Arthur Dela Cruz 
Miss. Ont. Canada 


- Heh! Funny, same thing 
happens to me every time I gotoa 
store and see "Protoculture Addicts” 
there. It makes all of us at P.A. feel 
like we’re doing something that needs 
being done. Thanks for the 
comments. Ic 


T picked up Protoculture Addicts 
from the Books Nippan table at 
Wondercon yesterday, and have #2-3 on 
order. These are for my Japanese 
penpal, who is interested in 
Japanimation zines from America. If #4 
is supposed to be well distributed, T still 
haven’t seen a copy at the downtown 
Comics and Comix here. 

You may be well informed on 
Robotech, but please try to be more 
accurate in your news and reviews 
section. Akira was a movie last year, 
not an OAV, the "O" being original to 
video, not to movies. San Go Kushi is 
also a movie, based on Romance of 
Three Kingdoms, by Lo Kuan-Chung, 
and involves the breakup of Han 
dynasty China into 3 warring 
Kingdoms. It has nothing to do with 
Korea or Japan. An earlier version of 
San Go Ku Shi was released by another 
studio as 2 television specials in Japan. 
They were shown on TV in New York 
with subtitles a couple of years ago. 
Utsu No Miko was also a theatrical 
release, not an OAV. 

Despite the ad on the inside 
front cover, I would NOT subscribe to 
Anime Zine, had T not already done so 
several years ago. Better to pick up 
each issue as it appears in the stores, 
rather than subscribe and wait years for 
the issues to be published. 

Sincerely, 
Laurine White 
Sacramento, CA, USA 


- Well, this shows that we, at 

P.A., don’t know everything about 
everything. Thanks Heavens, that’s 
why we are a fanzine and not a 
magazine. YOUR input is as 
important as ours. Keep it coming. 
Ic 


Dear Sir, 

T slept in late one saturday 
morning and had nothing better to do so 
T turned on the TV and saw a very 
interesting cartoon called Robotech and 
fell in love. T have always been a fan of 
japanese animation and to see Robotech 
was a truly religious experience. 
Needless to say, I was glued forthfully 
to the TV every Saturday for an episode 
of sheer mecha bliss! 


After the first series was 
cancelled, I took the T.V Guide to find 
it on another station. Well, I got to see 
the whole series but only once (some 
episodes twice) so T went to the books. 
T have almost the entire series in 
paperback and when I was browsing 
through the sci-fi section T almost had a 
heart attack when IT saw the 
SENTINELS. Every month I awaited 
the next book and finished my 
Robotech collection with Art 1-2-3. 

Now that you know me , there 
are a few questions about the series I 
have: 

T must know what happens to 
Rick, Lisa and the rest of the Sentinels 
after they fold back to Earth and get 
lost! 

Does Scott and the rest of the 
Mars Division find them? I have read 
about the possibility and heard rumors 
of Robotech ITT: The Odyssey and if I 
don’t have some info IT will die! 
PLEASE send me any information you 
can have on the Odyssey and I will be 
eternally grateful. 

A true ROBOTECH Defender, 


Erik Sailors 
Bellingham, WA, USA 


- Nope. I will NOT give you 
any info about what goes on after 
Sentinels. Nasty me. But you CAN 
get that info all by yourself. How? 
By reading the first chapter of The 
End of the Circle. Where? Right 
eh?) [this chapter was published in 
P.A. #6] Ic 


Dear P.A. 

T am writing to suggest some 
topics for your Veritech Log. 

First, corrections... 


s Okay okay! IF + ie 
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1) In the favid Invasion game 
sourcebook, the synopsis of Zor’s tale is 
wrong. It should be: Zor finds Optera 
and seduces the secrets of the Flower of 
Life out of the Regis. The Masters use 
the secrets to create miners (Zentraedi) 
and use a handful of them to defoliate 
Optera. The Invid, using protoculture 
stored inside the Regis and Regent to 
create a war machine. The Masters turn 
their mild-mannered miners (whew!) 
into a savage police force to fight off 
their new enemy (The Regent). 500 
years later, Zor sends the SDF-1 to 
Earth and dies. 

2) In the same supplement it is 
stated that the Regis sends Invids back 
to Earth after the end of the series. This 
is absurd! The Regis left (using all her 
protoculture and much of Earth’s) to 
taise herself from the Earth and take her 
children to a higher level of existence 
where protoculture is not needed! 

3) The Alpha stats lack the nose 
lasers seen in the ending credits of the 
series (it can be seen better at the 
beginning of the Sentinels’ opening 
credits). They are most likely equal to 
the VF series nose lasers. 

4) In the Sentinels it should be 
noted that Cyclones can only be used 
past a certain point in the war (or as 
experimental mecha limited to 10 or 20 
units). For this reason I suggest that the 
floor plans of the SDF-3 (including 
Cyclone guards) be used as reporting 
stats for its return trip to Earth. Also, 
Shadow Fighters should not be allowed 
because they were first tested at the 
Invasion of Reflex Point. 

5) There needs to be stats for 
Haydonites. 

T would also like to see an article 
of some sort telling us the correct sizes 
of mecha and aliens in the series. 
Everyone thinks the Zentraedi are 60 
feet tall but Breetai is only 43 feet and 


% 


e air!” 


the average Zentraedi is only 35 to 38 
feet tall! The Regent is only 10 feet, not 
20 as reported in the novels (watch the 
video of the Sentinels). Even the 
Sentinels comic is fooled! They have a 
Regent 20 to 50 feet tall with enforcers 
of the same height. This all means 
Breetai will have to be micronized 
before he can fight the Regent. 

Keep up the great work and 
expect a short story and artwork from 
me in the future! 


P.S.: If you use any of my ideas, please 
mention my name! (please please 
please). 


P.P.S: Please consider printing this 
Limerick: 

“There once was a Master named Zor 
Whose race was so pitifully poor 
Then he found the flower 
And tapped its power 
Which started an intergalactic war!" 


The biggest micronian fan of 
Robotech, 

Brian Babendererde 

Hoffman Estates, IL., USA 


- Unfortunately, aside from 
your stats requests (Zentraedi’s 
height or racial descriptions), nothing 
up there is big enough to make an 
article out of it. Your comments, 
however, are well appreciated. 
Remember, also, that in most 
japanimations, though the technical 
sheet may describe something very 
clearly, artists don’t always follow it, 
resulting in the inconsistencies you 
may sometimes notice. It happens mn 
Robotech as in any other 
japanmation. Ic 


Ss sd much to you, Ill put 


WHO’S WHO OF P.A. 


Here is "never before released 
top secret information” on the witty people 
behind Protoculture Addicts. Be sure all 
that is said here is absolutely true! 
Well... 


For the folks not used to the 
Robotech Role-Playing System (which we 
use to define ourself) here are some 
explanations. Attributes are values ona 
total of 20 "used to evaluate the strengths 
and weaknesses of a characters" (IQ= 
Intellectual Quotient, ME= Mental 
Endurence, MA= Ment. Affinity, PS= 
Physical Strength, PP= Phys. Prowess, 
PE= Phys. Endurence, PB= Phys. 
Beauty, Per: Perception, Spd= Speed). 
Skill percentages are the chance to 
perform with success that skill (or the 
level of knowledge). 


Alain Dubreuil -- Scholar/ 
journalist 


Civilian, M 

Hit Points: 25  S.D.C.: None 

Alignment: Scrupulous (with 
unprincipled tendencies) 

Attributes: [.Q. 14, M.FE. 15, M.A. 
12, P.S. 9, P.P. 8, P.E. 13, P.B. 
11, PER. 14, Spd 11. 

Age: 27 

Weight: 65 Kgs Height: 1m75 

Disposition: Calm, Self-confident, 
independant, secretive, does not 
laugh for nothing, never gets 
mad, reliable worker, quick 
thinking. 

Level of experience: Fifth Level 
scholar 

Skills: Cooking 60%, Computer 
Operation 20%, TV/Video 
50%, Body Building (very 
basic), General Knowledge (SF 
40%, Archaeology 50%, 
Antiquity 60%, Numismatic 
60%, History 70%, Geography 
60%, Literature 35%, Politics 
40%, Geology 25%), Specific 
Knowledge (Roman History 
70%), Simple Languages 
(French 90%, English 70%, 
Latin 50%), Complex 
Languages (Italian 10%, 
German 8%, Japanese 5%), 
Teach 50%, Write 55%, 
Interview 50%, Proof-reading 
this fanzine 35% (is better in 
French), Deadline techniques 
50% (70% with Jean, his lair 
being only four doors away), 
Role-Playing (AD&D 75%, 
Robotech 50%, Mekton 40%), 
No W.P. 

Personal Profile: Alain is not seen 
very often right now. He spends 
most of his time working on his 
PhD which consists mainly 
translating from latin to french 
a roman emperor’s biography. 
Being paid for this job (with a 
grant from Canada’s 


government), he is trying to 
take it seriously. The time not 
spent working is used chatting 
with his girlfriend (in the rare 
moments of intimacy their 
studies leave them). Seen by his 
fellow neighbours as a 
compulsive worker (almost 
true...), he also writes in 
Protoculture Addicts, 
proof-reads it (well, tries to...) 
and keeps updated its 
impressive list of subscribers/ 
correspondents. When he has 
time he writes reviews for 
Samizdat (the main office 
being conveniently situated 
three doors away at Claude’s) 
and even play AD&D two or 
three times a month with his 
brother. [t is no a secret to 
anyone that Alain is deeply 
involved in his love affair but if 
he tends to neglect his friends, 
all the work he does usually is 
on time (quite a rare 
achievement around here, 
well...). Alain is almost always 
found in lair. 


Jean Carriéres — Communication 
Specialist 


Civilian, M 

Hit Points: 24 S.D.C.: None 

Alignment: Principled 

Attributes: [.Q. 13, M.E. 13, M.A. 
15, P.S. 9, P.P. 9, P.E. 12, P.B. 
13, PER. 13, Spd 11. 

Age: 24 

Weight: 65 Kgs Height: 1m80 

Disposition: Friendly, honest, 
imaginative, confident, witty, 
humorous. 

Level of experience: Gamer 3/ 
Game Master 5 

Skills: Physics 30%, Maths 40%, 
Chemistry 30%, Biology 30%, 
Computer programming 60%, 
Computer operating 60%, 
Typing 75%, Psychology 40%, 
Human Perception 70%, 
Writing 50%, Con/Persuasion 
70%, Philosophy 60%, 
Diplomacy 60%, Politics 50%, 
Doodling 50%, Swimming 
25%, Simple Languages 
(English/French 80%; Spanish 
40%), Photography/Film 40%, 
Brainstorming 75%, Proof-read 
this fanzine 40% (and 
decreasing!), Conversation 
70%, High Society/Connois- 
seur 30%, Gaming 90%, Game 
Mastering 98%, Listening to 
Claude’s puns without hitting 
him back 98%, Listening to 
Claude’s BAD puns without 
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hitting him back 10%, Puns 
20%, Bad puns 35%, Sleeping 
5%/100% (depending on 
deadline/non deadline periods!) 
Personal Profile: Jean is a ghost. 
Being occupied in overgaming, 
BBSing, writing articles, going 
to the movies, working, 
spending, more gaming, and 
making friends, he has very 
little time to dedicate to his 
studies in communications. He 
can seldom be reached in his 
tiny room, either because he is 
not there or because he is lost in 
the mess. Or he’s sleeping (but 
since his life is a deadline, that 
doesn’t happen very often!) 


Michel Gareau -- Marketing 
Director 


Military Specialist, M 

Hit Points: 19 S.D.C.: 30 

Alignment: Unprincipled 

Attributes: 1.Q. 12, M.E. 10, M.A. 
10, P.S. 9, P.P. 13, P.E. 10, 
P.B. 11, PER. 10, Spd 10 

Age: 24 

Weight: 68 Kgs Height: 1m85 

Disposition: Wild man, cocky, 
overconfident, takes 
unnecessary risks; likes 
combat. 

Level of experience: Third Level 
Military Specialist 

Skills: Driving 88%, Computer 
programming 60%, Land 
Navigation 60%, Wilderness 
Survival 60%, Cooking 64%, 
First Aid 56%, Hand-to-hand: 
Martial Arts (Ninjutsu), 
Rappelling 50%, Fencing, 
Swimming 66%, Pencilling 
68%, Con 60%, Modern 
Weapon Proficiencies (FN-C1, 
M-16, SMG, LAW, pistol 
9 mm) 

Rank: Second-Lieutenant in the 
Canadian Forces Artillery. 

Personnal Profile: Michel is a very 
special kind of person. You 
can’t help but notice him 
whenever he arrives (first, he’s 
skinny and tall). He tends to be 
a little shy but if you catch his 
attention, there’s some risk he 
might turn into an exuberant 
and VERY talkative Public 
Relationist. Getting a hold on 
Mike is nearly impossible 
(except if you’re the kind of 
person who dwells in Donut 
shops around 3 o’clock in the 
morning). Since Mike is so 
horribly addicted to caffeine, 
one way to approach him safely 
would be to offer him a large 


cup of black coffee (he would 
do almost ANYTHING for 
coffee). Besides drinking 
coffee, Michel tries to split his 
free time (aside working for 
P.A.) between a part-time job in 
an hospital, part-time study, 
part-time army (Canadian 
Reserve) and part-time sleep. 
He has done all kinds of jobs, 
from driver to cook in a 
restaurant. Of course, he is also 
a good artist and he enjoys 
drawing very much though he 
studied computer science and 
marketing. 


Clod jee Pelletier — Fan Publisher 


Civilian, M 

Hit Points: 23. S.D.C.:7 

Alignment: Scrupulous 

Attributes: [.Q. 13, M.E. 8, M.A. 
7, P.S. 13, P.P. 7, P.E. 13, P.B. 
9, PER. 7, Spd 10. 

Age: 27 

Weight: 75 Kgs Height: 1m70 

Disposition: Shy, proud, moody. 

Level of experience: Third Level 
fan publisher 

Skills: Driving 80%, Diving 80%, 
Swimming 80%, Skating 70%, 
Hand to hand: Basic, General 
Knowledge (SF 50%, 
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Exobiology 40%, Archaeology 
40%, Antiquity 50%, 
Numismatic 40%, History 
60%), Specific Knowledge 
(Roman History 60%), Simple 
Languages (French 80%, 
English 60%, Latin 40%, Basic 
40%, Pascal 30%), Complex 
Languages (German 7%, 
Spanish 10%, Japanese 5%), 
Teach 40%, Write 60%, 
Interview 40%, Programming 
40%, Computer Operation 
50%, Information Retrieval 
50%, Role-Playing (AD&D 
70%, Robotech 60%, Mekton 
50%, Cyberpunk 40%, 
Shadowrun 30%, Fantasy Hero 
10%), Pun 40%, Bad Pun 70%, 
Basic Tech 50%, Photo & Film 
70%, Page-setting 80%, 
Credibility 30%, Intimidate 
60%, Otium 80%, Daydrea- 
ming 98%, NO Weapon 
Proficiency. 

Personal Profile: Born in Laval, 
Province of Québec (this french 
state in the North-East of 
USA). After a normal (and 
quite boring) childhood, he 
dedicate himself to a higher 
education. He knew a few 
disasters (the loss of a relative, 
tragic love affair) and few 
lucky events (twice FCAR’s 


o} 


oe : 
A) 


grant-holder). Now living in 
Montreal (which he calls 
Morwajal), he has few friends, 
NO girl friend and shares his 
time between a PhD in Roman 
History, BBSing, Role-Playing, 
a renewed social life and a BIG 
interest for Science Fiction. He 
publishes two fanzines 
(SAMIZDAT, a french newszine 
about media SF and testbench 
for young SF writers, and 
PROTOCULTURE ADDICTS) 
and collaborate to few others 
(mainly QUARK). He just 
published an anthology of nine 
short stories by Quebec pro SF 
writers: Sous des Soleils 
Etrangers. He spends a lot of 
time with Michel, at night, 
working and discussing in 
coffee shops. He also tries to 
create in Montreal an anime 
fanclub and a fanzine network. 
All this work is driving him 
crazy (insanities: few affective 
disorders, obsessions (deadline, 
order) but mainly psychosis: 
paranoid, manic depressive, 
schizoid -- take himself for an 
android from another world). 
But, all in all, he is a good 
publisher. 


TRIE § 


PenPals: 


The Silver Dagger 
115 Sherway Dr. 
Nepean, Ont. 
Canada 
K2J 1P8 
Game Master seeking players 


David Genesse 
10 Lowder PI. 
Whitby, Ont. 

Canada 
LIN 8Cl1 
Gaming/Animation 


Wendy Colon (age: 17) 
615 1/2 Olive St 
Inglewood 
CA 90301 
USA 
Robotech 


Troy A. Cote 
13436 N., 31st Ave 
Phoenix 
AZ 85029 
USA 
Anime 


Adam Fernandes (age: 15) 
212 Castillon Way 
San Jose 
CA 95119 
USA 
Robotech 


Gonz Merchan 
717 DeJesus Dr. 
Placentia 
CA 92670 
USA 
Robotech 


Alex Reynoso 
4304 N. Central Park 
Chicago 
TL 60618 
USA 
Robotech 


Michael Jee 
5815 Avenue T 
Brooklyn 
NY 11234 
USA 
Robotech 


Also of interest should be this 
address which seems to have some 
paraphernalia of Robotech (at least 
pins), thanks to Michael Riccardelli for 
this info: 


21st Century 
Comics & Toys 
169 N. Glassell 
Orange 
CA 92666 


Other places to find anime goods: 


Books Nippan 
532 W. 6th Street 
Los Angeles 
CA 90014 


SHAPING C 


OF PRO 


Tel.: (213) 687-7400 


Books Nippan 
115 W. 57th Street 
New York 
NY 10019 
Tel.: (212) 582-4622 


Geoffrey’s Comics 
15530 Crenshaw Blvd. 
Gardena 
CA 90249 
Tel.: (213) 538-3198 


Japanimate Entreprises 
746 Ash Ave. 
Chula Vista 
CA 92010 
Tel.: (619) 426-8987 


Adventureland Comics 
106 N. Harbor Blvd. 
Fullerton 
CA 92632 
Tel.: (714) 738-3698 


Kimono My House 
1424 62th St. 
Emeryville 
CA 94608 
Tel.: (415) 654-4627 


General Products 
P.O. Box 851062 
Mesquite 
TX 75185 


Horizon Toys & Hobbies 


428 Boyd St. 
Los Angeles 
CA 90013 
Tel.: (213) 687-0853 


Space Station Studios 
451 Moody Street, suite 138 


Waltham 
MA 02154 


TOCULTURE 


Pony Toys 
595 River Road 
Edgewater 
NJ 07025 
tel.: (201) 941-9113 


Kinokuniya Book Store 
10 West 49th Street 
New York 
NY 10020 
Tel.: (212) 765-1461 


Kinokuniya Book Store 
505 River Road 
Edgewater 
NJ 07025 
Tel.: (201) 941-7580 


SOME IMPORTANT ADRESSES: 


Harmony Gold USA Inc. 
7655 Sunset blvd. 
Los Angeles 
CA 90046-2700 USA 


Family Home Entertainment 
P.D.S. 
P.O. Box 310 
San Fernando 
CA 91341 USA 


Palladium Books 
Robotech Role-Playing Game 
5924/5926 Lonyo 
Detroit 
MI 48210 USA 


Eternity Comics 

1355 Lawrence Drive #212 
Newburry Park 
CA 91320 USA 


Alain Dubrevil 
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Url?! GRIRONIGLES OF THE ODD & BIZARRE... 


As we went along watching the 
series, we noticed a certain amount of 
strangenesses which we would like to 
share with you. We now start with 
episodes | to 6 of the Macross Saga. 


Episade 1: 

- For about a second the VT 102 
“piloted" by Rick Hunter has its serial 
number changed into VT 1023. 

- During the space battle with the 
Zentraedi, the Space Armor 01 
identifies itself as Armor 01. A while 
later the same Armor 01 is crippled and 
identifies itself as Armor 10. 

- While Rick is crashing in several 
buildings, the last one has a little devil 
painted in the upper part. As Rick's 
Veritech blows the building to pieces 
the little devil starts grinning. 

- Please take note: the transformation 
instruments in Rick’s Veritech are 
cursors. (To be continued). 

- Please take note: at this point, Breetai 
talks about the Earthlings as 
“Micronians". (To be continued). 


Episode 2: 

- Please recall episode #1: the 
transformation instruments in Rick’s 
Veritech are now levers. (But of course 
this is a transformable mecha). 

- Before going into battle, Roy tells 
Rick to pull lever G in order to 
transform the Veritech into its Guardian 
mode. Rick puts his hand on the middle 
lever. When he pulls it, it is the leftmost 
lever. 


Episode 3: 

- The dead Zentraedi holding VT 102’s 
foot changes position: once he’s in line 
with the VT, then, a while later, he is at 
aright angle with it. 


- Roy ties Rick’s cockpit under his right 
arm. A while later, as he fights the 


battle pod, it is suddenly, at the same 
time, under the left arm and still in 
place on the wreckage of Rick’s 
Veritech. Fortunately, the Zentraedi 


conveniently destroys the wreck so that 
this detail cannot be held against the 
artist. The next scene finds the cockpit 
(casually) back under Roy’s right arm. 
After he is transformed into jet mode, 
this infamous cockpit disappears for a 
while to be “viciously" replaced by a 
GU gun (which he dropped earlier) 
under his belly where he had put the 
cockpit seconds earlier. He kills some 
Zentraedi with his GU still in place 
under him. Where are Rick and 
Minmei, in this act? 


- Note that Roy’s Veritech transforma- 
tion levers are not identified with letters 
(J, G, B) but, you know, Roy (a 
propilot) doesn’t need that kind of 
Teminder to perform his skills. 


- Follow up from Episode 1: Armor 01 
(or is it Armor 10?) is finally destroyed, 
never (?) to be seen again (Fat chance! 
There’s a flashback featuring it later on 
in the series). 


Episode 4: 

- Lisa mentions that linking with Armor 
O1 might be more important than with 
the carriers. F’get it, lady, Armor 01 
was destroyed in the last episode 


(right?). 


Episode 5: 

- Follow-up from Episode 1: Breetai is 
stunned to learn that earthlings are 
micronians. He seemed to know that 
already in Episode 1. Short memory. 


- Here is the text of Minmei’s audition 
letter that we saw only briefly in the 
show: 
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“ORION RECORD Co. 
Miss Lynn Minmay, 


Tt was a pleasure to have you participate 
in the audition new-face singers. Again 
we are pleased to advise that you 
successfully passed the primary 
contest’s close selection by the judges. 
Please report to studio #3 on the 2nd 
floor at the main building at 14:30 hours 
November 11th Friday for the final test 
and interview. Be sure to be in time. 
Thank you in advance for your 
cooperation and wish you good luck. 


Conception Dept. the 12th audition 
Production Dept #1 ORION RECORD" 


Well, it does not say anything about 
the Miss Macross contest. So how 
come Rick knows? 


6: 
- Before the VTs enter the shadow zone, 
as Lisa speaks with Gloval, she seems 
to have a flashing right shoulder. Just 
thought we’d mention it. Very 
fashionable. 


Jean "1 hate Annie" Carriéres 
Alain "Macross Lover’ Dubreuil 


TOP UH?! 


As you probably noticed, the 
characters of the Macross saga, 
especially Rick, very often express their 
surprise by a “Uh?!". We thought it 
could be amusing to create a Top Uh?! 
of the characters (ranks 1-10). We have 
counted all the Uh?! that we could in 
every episode (with surprising results!) 
and will let you know of the total of 
each episode. We will begin with the 
first twelve episodes: 


1- Rick 63 
2- Lisa 22 
3- Minmei 17 
4- Ben 8 
5- Claudia 6 
6-Gloval 5 
Max 5 
8- Vanessa 4 
9- Breetai 3 
Exedore 3 
Roy © 3 


UH?! per Episode 
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4 
18 
14 
19 
10 


Compiled by JC and AD 


The Macross Saga has introduced 
the human race to the Zentraedi, 
gigantic beings closely related by their 
biological basic structures to us. We 
learn much, as the story goes, about 
these giants. They, too, learn much 
about humans. We all know how this 
affects them. Many areas of their 
culture still remain mysterious to the 
general public, though, and this column, 
the Zentraedi Way, plans to unravel 
many of the Zentraedi’s secrets. In this 
issue, we will learn more about the 
psychology of their Warriors. 


OBEDIENCE TO THE MASTERS: 


This is the Prime Instruction, the 
Imperative. As best as he can, the 
Zentraedi Warrior whose 
protoconditioning is still active will 
obey any Master’s instruction. Even 
when the conditioning is broken, he will 
consider obeying. It is deeply rooted in 
the Warrior’s mind and genes. He lives 
for the glory of the Masters, through 
their Zentraedi army. 


OBEDIENCE TO THE OFFICERS: 


This is the Second Instruction, the 
Alternative. An Officer is important to 
the Masters’ scheme. His life must be 
protected if possible but not always at 
the Warrior’s expense. Obedience is 
automatic but to only one Officer. A 
Warrior may or may not obey an 
Officer superior to his own. Separate 
loyalties might be too conflicting for a 
Warrior’s simple judgement. 


WHO IS THE ENEMY? 


An enemy, to a Zentraedi Warrior, 
can be more than one would have 
thought. It is, of course, whoever is so 
declared by the Robotech Masters or the 
Zentraedi Officers. But, since the 
Warrior has some limited judgement, it 
is also whoever he finds using 
protoculture who is not serving the 
Masters, any being who threatens the 
Zentraedi/Masters Empire or anyone 
who has a free will and is not subject to 
the Masters’ control. An enemy must 
be killed unless the Imperative or the 
Alternative prevents it. 


A relatively unknown fact about 
Warriors and Zentraedi in general is 
suicide by unconditioning. It is 
normally a rare event which leads a 
Zentraedi to believe that the loss of part 
of his protoconditioning makes him an 
enemy of the Robotech Masters. A 
typical case is that of Xorees, a moody 
but excellent Warrior under the 
command of Khyron. He was once 
submitted to Lynn Minmei’s singing 
during a raid on the SDF-1 and was 
deeply shocked. He started to doubt 
himself and even Khyron, his 
commanding officer. During the next 
taid, he snapped and tried to kill a 
Warrior who had made an unwelcomed 
comment about him. It is said that 
Khyron got involved himself and 
crippled the Warrior with his usual 


gusto. Unable to kill his Officer, 
Xorees realized his predicament and 
saw he was turning against his Masters. 
Since he had used protoculture, 
willingly, against a Masters’ 
representative, he had become an 
enemy. He self-destructed. This 
behavior has been familiary called, 
since then, the X-Syndrome. 


MOTIVATIONS: 


Tt has been shown that a Zentraedi 
Warrior’s main motivations are the 
Tmperative and the Alternative. In order 
to fulfill those, a Warrior’s way is 
obviously to fight and/or kill. However, 
at a lower level, a Warrior has other 
motivations which make him different 
from his brother-at-arms. A most 
common trait to conditioned Warriors is 
greed. Among themselves, Warriors 
like to brawl or simply gamble over 
something. A more uncommon 
characteristic is ambition. Some 
Warriors who happened to have 
superior intellectual capacities managed 
to get to the Combat Officer status. As 
a rule, most Warriors’ motivations tend 
to give them aggressive, offensive 
tendencies. Such concepts as love or 
compassion are unknown to conditioned 
Warriors. 


PROTOCONDITIONING: 


This protoconditioning is what 
gives a Warrior his motivations and 
loyalties. Tt prevents many glands from 
working properly by a careful 
biochemical balance based on 
protoculture. Upsetting this balance 
will break the conditioning up to a 
certain level. It can be done in two 
ways: from the inside or from the 
outside. The biochemical balance can 
be destroyed by a change in the 
protoculture level or in the hormonal 
activity. This is true of all Zentraedi, 
not only Warriors. 


What this chemical mumbo-jumbo 


means is that if a Zentraedi can be 
submitted to anything that triggers 
normal feelings, it will upset the 
existing biochemical balance of his 
body and weaken if not break his 
protoconditioning. On the other side, 
the ingestion of protoculture-related 
substances will similarly upset the 
balance though consequences may 
differ. Khyron is an example of what 
such an imbalance may cause. 


In case the protoconditioning is 
broken, the Alternative is weakened, 
sometimes even deleted. It is at that 
point that the X-Syndrome is the most 
frequent. The best way to avoid it is to 
rapidly continue the unbalancing 
process up to the breaking point of the 
Imperative. After that point, the 
X-Syndrome is practically non-existent. 
The phase between the two breaking 
points is called the Robston Interval, 
named after Anthony Robston, who 
identified it first. During this interval, 
the Zentraedi feels unsafe and very 
uncomfortable with himself due to the 
toss of the stability which was provided 
by the Prime and Second Instructions. 


Once past the Robston Interval, the 
Zentraedi has a feeling of rebirth, of 
renewal. In a way, he learns to 
reprogram himself with more human 
characteristics. However, since 
their intellectual capacities have been 
permanently impaired, many Zentraedi 
can not maintain themselves at this level 
indefinitely. They must be constantly 
stimulated so that they do not regress 
permanently to their previous condition. 
This fact was not known after RW I and 
led to the Malcontent Uprisings, some 
years later. 


During the first Robotech War, 
those weaknesses in the Zentraedi race 
were cleverly exploited by the crew of 
the SDF-1. Eventually, they are what 
caused the Zentreadi Empire’s defeat. 
The mouse won over the elephant... 


Jean Carriéres 
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ROBOTECr! TRIVIA 


First, try to remember the title of 
each episode and then try to answer 
these trivia questions. After that you 


will know if you are a real fan! 

Episode 1: 

1- In what year did the SDF-1 arrived on 
Earth? 

2- How many years later was she 
inaugurated? 


3- What is the length of the SDF-1? 

4 What did Senator Russo asked Gloval to do 
in the limousine? 

5- What was Rick’s invitation number at the 
inauguration celebration? 

6- What was the speed of the Veritechs at the 
aerobotic show? 

7- How many planes did Roy shoot down 
during World War 111? 

8- How many scout ships did Breetai send to 
Earth first? 

9- What are the two unhappy things that 
happen to Gloval when he first enter the 
bridge of the SDF-17 

10- Which Earth spaceship was first 
destroyed by the Zentraedi? 

11- What was the ID number of Rick’s 
Veritech? 

12- What advice did Roy give to Rick when 
he was first hit by ennemy fire? 

13- What advice did Lisa send to Rick as his 
Veritech was diving? 


Episode 2: 

1- What is Minmei’s little cousin’s name? 

2- What did he accuse Rick of being? 

3- Rick’s Veritech was blocking the way to 
what kind of vehicle? 

4- How many controls does a Veritech have? 

5- What did Minmei forget in her home while 


TASTE OF 


Lost in the contemplation of a 
Flower of Life, many thoughts flash 
through my mind. I present three of them 
to you, in this first mood column of the 
fanzine. Why produce a fanzine on 
Robotech? What is the meaning of 
protoculture? And why fight for the 
defense of our favorite Robotech show? 
That is the question. 


The story of P.A. begins in the 
summer of 1987. We were a bunch of 
friends, at the university, crazy for 
Robotech, spending a lot of time 
watching, reading and playing Robotech. 
Such interactions generated ideas and 
then came the need to express those 
ideas, to exchange with other fans. First 
we made the project of a Comico 
pastiche but, as I already publish a french 
science-fiction fanzine (Samizdat), it 
tapidly evolved in a fanzine idea. One of 
us proposed to call Harmony Gold to talk 
about our project. Then came the idea of 
an official fanzine. Little by little, the 
not-yet-born fanzine (FANatic 
magaZINE) passed from a cheap one to 
an official one. The project had grown 
too quickly, and perhaps out of control. If 
the production of a fanzine is not easy, 
the preparation of a specialized one 
tevealed to be, in that case, very 
complicated. But we never really lost 
hope. Our enthusiasm for the exchange of 
ideas, the benefit of the experience, the 
fun that we had, and the thought of 


being evacuated? 

6- What happened when the SDF-1 first 
attempt to take 

7- What extraordinary stunt did Rick perform 
with his Veritech while trying to get 
Minmei out of the danger zone? 

8- Why were Veritechs developped? 


Episode 3: 

1- Why can’t Rick take off to return to the 
SDF-1? 

2- What did Roy do to help? 

3- By what name did Rick call Lisa Hayes? 

4- What happened when the SDF-1 folded? 

5- Where did the SDF-1 come out of fold? 

6- What happened to the fold system? 

7- How did Rick come back to and entered 
the SDF-1? 

8- What did Gloval say when he learned 
where they were? 


Episode 4: 

1- What kind of device did Rick use to try to 
find his way in the SDF-1? 

2- How many civilians, survivors of Macross, 
did the SDF-1 take on board? 

3- What is written on the coffee cups of the 
bridge crew? 

4- How did Rick manage to find water? 

5- What did Minmei do then? 

6- What does Minmei really want to be? 

7- What equipment did Rick use to go in 
space? 

8- What did he bring from space? 

9- Why couldn’t he retum in space? 

10- Which song did Minmei sing? 

11- What did Rick and Minmei pretend just 
before being discovered? 

12- Who discovered them and in what 
circumstance? 


Episode 5: 

1- What did Minmei propose to her aunt and 
uncle? 

2- How long have Rick and Minmei been 
lost? 

3- What did Minmei say that upset Rick? 

4- What was the first order in the Minmei’s 
restaurant? 

5- What did Lang propose to Gloval to shut 
the main gun and why? 

6- How did Fokker call Rick’s plane? 

7- What did Fokker propose to Rick? 

8- What do ancient Zentraedi laws forbid? 

9- What good news did Minmei announce to 


Rick? 

10- What were the results of the 
transformation? 

11- What kind of big decision does Rick take 
at the end? 

Episode 6: 

1- Where did Rick encounter the bridge crew 
for the first time? 

2- What did Exedore suspect the Micronians 
of preparing? 


3- What did Gloval intend to do against 
Zentraedi? 

4- What kind of device did Rick and Minmei 
encounter in the park? 

5- What is Lang's new invention? 

6- What did Lisa blame Rick to do in his first 
mission? 

7- What was Rick’s answer? 

8- What kind of traumatic experience did 
Rick go through in his mission? 

9- What was the strategy developped by Lisa 
against the Zentraedi? 

10- How did Breetai react? 


CyJP& AD 


THE FLOWER OF LIFE 


maybe contributing to the Robotech 
universe always guided us. 


We named our fanzine Protoculture 
Addicts because the protoculture is the 
fundamental element of Robotech (it is 
the link between the three parts of the 
TV series: it is the cause of the Robotech 
Wars and it is the technological element 
that makes them possible) and because 
we consider ourselves as addicted to 
Robotech: we cannot live without it. It is 
a sane evasion from reality. Of course, it 
is also a reference to Khyron’s addiction 
to dried leaves of Flower of Life as we 
found out in the Robotech novels by 
Jack McKinney (published by 
Ballantine/Del Rey). 


But protoculture could have many 
other meanings, and some that Mr. 
Macek himself may not have thought of. 
Is the deep meaning of protoculture 
philosophical or agricultural? Does it 
simply mean to grow Flower of Life? 
But “Flower of Life" can also mean “the 
best of life", our ideal, the quintessence 
of the sou! and, why not?, the spiritual 
energy of the material plane! So, we can 
also see in PROTOculture the first, the 
primordial culture that gives the original 
energy which feeds young races or 
tenew old ones (as the Invids). Maybe it 
has a socio-anthropological meaning, as 
“primitive culture". T was struck by the 
analogy that can be established between 
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those meanings and the science-fiction. 


SF has been often considered as a 
para-literature, a side-literature, even an 
under-literature, when it is in fact a 
supra-literary phenomenon by its 
multi-media character. It is therefore a 
quasi-culture in itself. Why not a 
primitive culture, a culture in the 
making, a PROTOCULTURE? 


T like that word and this is the reason 
why we use it in the title of our fanzine. 
That is a master-key word, ambiguous 
and rich of meaning at the same time. 
That means that we want not only to 
promote the Robotech universe but also 
bring together all SF Fandom (FANatic 
DOMain) of America! Robotech is not 
only a good TV series, but also a part of 
the SF universe. And that is the most 
important thing to me. 


Did I said “promote the Robotech 
universe"? Of course! The TV series 
need the support of all fans. We can 
explain the decline of the series by the 
fact that it has been broadcasted for 
many years and also because the sequel, 
The Sentinels, has been canceled. The 
fact is that Robotech has been 
systematically withdrawn of 
broadcasting schedule by many 
networks. They invoke two reasons. 
First, the drop in the ratings. After 
several years, the people are a little 


bored but I am sure that many would 
continue to watch the series if it was to 
be broadcasted again and many others 
would discover it for the first time. The 
second reason is more odious: some 
groups of parents, judging the series to 
be too violent, asked for its withdrawal. 
Those people understood nothing. T 
suppose they let their children watch the 
free and useless violence of G.f. Joe... 
How many times will! we repeat that 
Robotech is a realistic show (God! At 
war people take risks, are wounded and 
often die!) and promotes a non-violence 
ideology (at least anti-military). Why 
not let our children have fun while 
learning that war is a stupid thing and 
that peace is so much more interesting? 
And why not join them and be amazed 
ourselves? 

What do you think of that, dear 
teaders? Write us your opinion and, 
above all, write to your TV network for 
the return of Robotech on broadcasting 
schedule! 


Clodjee Pelletier 


iS THis The 
ResulT oF 
PRoTocutturRe. 
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NEW INTELLIGENT LIFE ON TV 


What is Robotech? Saying that it 
is an american animated TV series which 
could be seen.on children’s broadcasting 
hours (7 to 9 AM and 3 to 4 PM) would 
be an half-truth. That will not distinguish 
it from other series like UFO Robot 
Grandizer (Goldorak) or Tranformers 
whom, if I am correct, have not raised 
adult’s enthousiasm, nor from SF fans, 
neither from university students as it is 
for Robotech. 


Tt would be too long to make an 
history of the Robotech genesis but it is 
important to know that Carl Macek, the 
creator, wanted to adapt a Japanese TV 
series, Macross, and, as the series was 
too short to be broadcasted in 
syndication, he merged it with two other 
series, Mospeada and Southern Cross 
that had originally no link with Macross, 
to produce a new story that he called 
Robotech. The big interest of that series 
lies as much in the quality and light 
drawing of the japanimation than in the 
genial story written by Macek. 


Before Robotech, T knew nothing 
of japanimation even if it filled a good 
part of my childhood. Who could forget 
Astro Boy, Leo The Lion, Marine Boy, 
Speed Racer, Battle of the Planets, or 
more recently Space Pirate Captain 
Harlock (Albator) and UFO Robot 
Grandizer (Goldorak)? The japanese 
anime had often been accused to be 
childish and without interest. Their 
stories are, indeed, sometimes quite 
weak (and the american translation 
generally made them poorer) but their 
graphic quality is very interesting. 


The strength of Robotech is, in 
fact, its american story written by a 
comic book fan who wanted to do 
something different. So, it is a realistic 
animation not only by the drawing but 
also by the text. It is an intellingent 


science fiction story by its thematic, by 
the depth of the characters and by its 
philosophy. Carl Macek said himself in 
the Comics Later view #23: “Tt has some 
fairly significant science fiction 
elements. It’s got a lot of dramatic 
situations, a lot of romance, a lot of 
humor. It is not a typical animated 
television series. It is most equivalent to 
something like Dallas in outer space" 
(p. 33). The series carry also some very 
tich feelings and values whose, without 
giving morals, allows the public to 
make, in a very adult manner, his own 
ethical conclusion on the dramatic 
situation. He saw there characters with 
alcoholism problems, confronted with 
complex and confused inter-personnal 
telationships. It is shown that violence 
wounds and kills, that the loss of a dear 
one hurts because there are some 
characters who die in Robotech. In that 
story, we can guess that world leaders 
can be stupid, that war results from 
stubborness, misunderstandings, that no 
side is morally better than the other. 
This realistic attitude toward life and 
death has never been seen on a TV 
show for children and many teachers 
found that aspect interesting. Violence 
is not gratuitous in Robotech. It is very 
different from Gl Joe where the 
characters always dodge bombs and 
bullets and give little morals at the end. 


And what is the story told by 
Robotech? It is the story of humanity 
being torn by a third world war. An 
alien ship crashes on Earth. Men put an 
end to their quarrels to rebuild the ship 
in which there were no survivors. The 
new technology discovered aboard, the 
Robotechnology, is based on 
protoculture (a vegetal/organic 
substance that, by a kind of fusion, 
gives an incredible energy, which could 
interact in symbiosis with humans). 
With that, humanity can face a new 
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menace: the Zentraedi come and claim 
the ship of their Masters. After an awful 
destruction, which almost annihilates 
humanity, and the sacrifice of the alien 
ship, the first wave of enemies is 
destroyed, but some have joined the 
human forces. The Robotech Masters 
come claiming themselves the precious 
protoculture hidden in the wreck of their 
ship. Mankind survives but again with 
enormous losses, and then must face the 
Invid, an energetic life form in search of 
the protoculture stolen by the Robotech 
Masters. In short, ‘it is the history of 
three generations of men who struggle 
for survival. A fantastic saga where 
Man travels as far as Pluto, settles on 
Mars and on the Jovian moons. 


The Robotech TV series is of 
great interest and was followed by quite 
an important american audience. But if 
it is So great a success, why was this 
piece of art not proclaimed the best 
anime of all time? Maybe because 
animation is still considered in USA as 
children entertainment. For that reason, 
it is not regarded as an art, and as a SF 
medium. Those are only dumb stories of 
impossible futures, wars and robots, 
might say some. Of course, an effort is 
needed, at first, to appreciate the quality 
and not just say: “it is another story of 
Transformers". But where ignorance 
ends, the scorn also stops and we are 
astonished by the complexity and 
richness of Robotech. T know it well, 
because it is that way I discovered it. 
And after that, we cannot live without 
it! 

Claude “Janus" Pelletier 
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TV SERIES 


Macross Saga 


1. Booby Trap. 

2. Countdown. 

3. Space Fold. 

4. The Long Wait. 
5. Transformation. 
6. Blitzkrieg. 

7. Bye Bye Mars. 
8. Sweet Sixteen. 

9. Miss Macross. 
10. Blind Game. 

11. First Contact. 
12. The Big Escape. 
13. Blue Wind. 

14. Gloval’s Report. 
15. Homecoming. 
16. Battle Cry. 

17. Phantasm. 


18. Farewell Big Brother. 


19. Bursting Point. 
20. Paradise Lost. 
21. A New Dawn. 
22. Battle Hymn. 
23. Reckless. 

24. Show Down. 
25. Wedding Bells. 
26. The Messengers. 
27. Force of Arms. 


28. Reconstruction Blues. 


29. The Robotech Masters. 
30. Viva Miriya. 

31. Khyron’s Revenge. 

32. Broken Heart. 

33. A Rainy Night. 

34. Private Time. 

35. Season’s Greeting 

36. To the Stars. 


Robotech Masters 
37. ( 1.) Dana’s Story. 


38. ( 2.) False Start. 
39. ( 3.) Southern Cross. 


40. ( 4.) Volunteers. 

41. ( 5.) Half Moon. 

42. ( 6.) Danger Zone. 
43. ( 7.) Prelude to Battle. 
44. ( 8.) The Trap. 

45. (9.) Metal Fire. 


46. (10.) Star Dust. 

47. (11.) Outsiders. 

48. (12.) Déja Vu. 

49. (13.) A New Recruit. 
50. (14.) Triumvirate. 

51. (15.) Clone Chamber. 
52. (16.) Love Song. 

53. (17.) The Hunters. 
54. (18.) Mind Games. 


55. (19.) Dana in Wonderland. 


56. (20.) Crisis Point. 
57. (21.) Daydreamer. 


16 


LISTING 


58. (22.) Final Nightmare. 
59. (23.) The Invid Connection. 
60. (24.) Catastrophe. 


The New Generation 


61. ( 1.) The Invid Invasion. 
62. ( 2.) The Lost City. 

63. ( 3.) Lonely Soldier Boy. 
. (4.) Survival. 

. (5.) Curtain Call. 

. (6.) Hard Times. 

. (7.) Paper Hero. 

. (8.) Eulogy. 

69. ( 9.) The Genesis Pit. 
70. (10.) Enter Marlene. 

71. (11.) The Secret Route. 
72. (12.) The Fortress. 

73. (13.) Sand Storm. 

74. (14.) Annie’s Wedding. 
75. (15.) Separate Ways. 
76. (16.) Metamorphosis. 
77. (17.) The Midnight Sun. 
78. (18.) Ghost Town. 

79. (19.) Frostbite. 

80. (20.) Birthday Blues. 
81. (21.) Hired Gun. 

82. (22.) The Big Apple. 
83. (23.) Reflex Point. 

84. (24.) Dark Finale. 

85. (25.) Symphony of Light. 


SELL A DE IE TD EE CES IE SE PAE EE SST TD Se EO I OE OI A SRP PE MET 


2015. The Zentraedi 
invasion has been repelled by the 
Robotech Defense Force. 
Unfortunately many enemy 
activities are still reported in South 
America particularly in the Parana 
Quadrant. Each day, new 
offensives against RDF strategic 
outposts and population centers are 
committed. We focus on the 
Orenoque Quadrant, more precisely 
at the RDF Caracas base where is 
posted one of the best Veritech 
Fighter Squadron after the famous 
Skull Squadron. The Falcon 
Squadron is a team of highly 
trained men and women, 
specialized in high risk assault and 
rescue missions. Despite their 


young age, the leader of the Falcon 
Squadron, Lt Tony Randall, and his 
Second-in-Command, 2Lt Terry 
Rhodan, are among the best and the 
elite of the RDF officers. 


Throughout the country 
many secret mini-Robotech 
factories have been constructed. 
Their purpose is to repair and stock 
mechas (from Destroids to 
Veritechs) and miscellaneous 
equipment as well. Lately the 
Yellowstone HQ has lost contact 
with the La Guaira factory. Since 
the staff of the factory was 
composed mostly of engineers and 
military specialists but no pilots, it 
has been decided that the Falcon 


pencils and ink 
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Michel Gakeau ‘Taui Dertniamme €E! 


e+ dl. Script 


While the Zentaaed! disembark at 
La Gusira , the Falcon Squadron , 
dispatched From 
the hidden Robotech Factory ) 

Prepares for Combet. 


Squadron was to be sent to 
investigate-and secure the area. 
They were parachuted, and, upon 
arrival on the site, they realized that 
the Zentraedi had already taken 
control of the city. Fortunately, 
there was no sign indicating their 
knowledge of the secret factory. 


Lt Rendall has decide to 
penetrate discretly the factory, so 
they would avoid enemy detection; 
then at the right moment, they 
would use the mechas of the base 
and launch a surprise attack, giving 
the Zentraedi the illusion that the 
Falcon Squadron was striking OUT 
OF NOWHERE. 

Michel Gareau 
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MORT D’UN PILOTE 


“Laissez-moi Jonathan Wolfe, je le veux." 


Les quatre Mig-32 brisérent immédiatement 
leur formation en virant sur I’aile, laissant passer 
un veritech rouge dont les ailerons affichaient une 
téte de grizzli, la gueule ouverte, symbole des 
forces soviétiques. Pour ces quatre pilotes, il était 
hors de question de se méler de ce conflit de 
titans. 


Fuis, Wolfe. Fuis. Oo que tu ailles, quoi que 
tu fasses ou que tu essaies, ami, je serai dans ta 
queue, et au moment voulu, tu mourras... 


Alexis Kapalov regardait ses instruments 
fréquemment, essayant de prévoir les 
mouvements du veritech quelque cing cents 
métres devant. II pilotait son veritech, ce 
chef-d’oeuvre de robotechnologie, avec une 
certaine aisance bien que celui-ci fut incapable de 
changer sa configuration. II demeurait toutefois 
une grande menace: il était armé de quatre 
missiles 4 téte chercheuse du tout dernier modéle 
(capables d’une vitesse de pointe de Mach 4.6), 
d’une paire de lasers surpuissants, d’un AKG-47 
doté d’une cartouche pleine et, naturellement, de 
lasers 4 découper positionnés sur la téte, 
c’est-a-dire en dessous de I’appareil. On ne 
pouvait en dire autant de sa proie: en effet, le 
dessous de |’appareil de I’adversaire était noirci. 
On pouvait 4 peine distinguer un reste de bras, 
I’autre étant brisé au coude; les deux ailes avaient 
aussi été endommagées et la téte était privée de 
deux de ses canons. De plus, aucun GU ou missile 


n’était visible. 


Tout a coup, le veritech bleu de Wolfe 
amorga un tonneau et accéléra a vitesse 
maximale. Alexis suivit prudemment son 
adversaire qui I’éloignait du lieu de l’embuscade 
ov le Wolfpack s’était fait prendre. Le décor 
changea brutalement alors qu’ils pénétraient dans 
une zone montagneuse dévastée. 


Oui, Wolfe, il n’y a que toi qui nous 
intéresse. Que seront ces louveteaux sans le chef 
de la meute? {ls tomberont un a un... 


La proie sembla soudainement tomber, puis 
rouler, pour se glisser avec agilité entre les deux 
parois d’un ravin. Mais le chasseur veillait. II 
suivit, avec un peu plus d’altitude, mais avec 
autant d’aisance. 


Ne pense pas que je Vais te sous-estimer, 
Wolfe. Tu es sans griffes mais non sans 
intelligence. Je savais bien que tu te tirerais du 
piége, endommagé, certes, mais vivant. Les tanks 
ont fait du bon travail, avec quelques tirs précis 
pour abattre tes défenses et te désarmer. Nos 
missiles t’ont obligé a sacrifier tes bras et tes 
propres missiles, en détonant dans leurs amarres, 
ont endommagé tes ailes. Le tiers de ton Wolfpack 
s’est volatilisé. Tes missiles ont causé beaucoup 
de pertes chez les miens mais maintenant c’est 
ton tour, Wolfe. 

Les deux appareils, tels deux projectiles, 
sortirent 4 grande vitesse a l’autre extrémité de la 
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faille. Ils dansaient dans le ciel avec 
synchronisme, mais le rouge se trouvait tou jours 
l’arriére. Alexis se doutait bien que Wolfe 
essayait de le jauger, de trouver une faiblesse 
dans ses réactions, mais tout cela était vain. 
Subitement, le bleu sembla s’arréter en plein vol. 


Alfons, Wolfe, on ne pense tout de méme 
pas me déjouer avec un vulgaire changement de 
configuration? 


Le veritech rouge ne ralentit aucunement sa 
course, comme I’ aurait sans doute fait un pilote 
sans expérience ou pris de panique. Le russe 
amorca plutét, sans attendre, un demi-looping de 
maniére a ne pas laisser le temps 4 Wolfe de venir 
se mettre dans sa queue. Cependant, ce dernier 
s’arréta au sol, en mode Guardian. Alexis 
enchaina avec un autre demi-looping et, a basse 
altitude, passa 4 quelques métres seulement de la 
forme immobile. 


; pe cieneaane big prouver? Penses-tu que je 
vais t abattre au sol? 


Lors du passage, le géant métallique 
plongea au sol, comme pour éviter la charge ou le 
déplacement d’ air. Cependant, le russe savait bien 
que Wolfe ne pouvait étre surpris par une telle 
manoeuvre, si bien qu’il décida d’effectuer des 
cercles autour de sa cible, maintenant rétablie. 


Le bleu changea soudainement de forme 
pour prendre son envol 4 vitesse maximale. 


Tu planifies quelque chose, Wolfe. Je le 
sens. 


Et la danse reprit. 


Quelle Equipe on aurait fait toi et moi! 
Dommage que le fait d’étre né sur des continents 
différents fasse de nous des ennemis. Nous avons 
chacun notre cause a défendre et c’est pour cela 
que je dois t’abattre: pour prouver a ces pays, 
reliquats du Gouvernement Mondial Uni, qui 
cherchent protection auprés de la RDF qu’ils 
doivent aussi compter avec nous. Tu sais bien 
qu’il nous faut nous aussi la Robotechnologie. Ft 
nous briserons votre injuste monopole. Bien que 
nous nous soyons alliés aux Zentraedi pour 
parvenir a nos fins, nous savons pertinemment 
qu’on ne peut leur faire confiance et qu’une fois 
que vous aurez été anéantis, les Peuples de I’Est 
devrons eux aussi se défendre contre ces géants. 
fl nous faut protéger nos femmes et nos enfants. 
La Robotechnologie. C’est pour cela que je dois 
te tuer. 


Méme pendant cette réverie éveillée, il 
suivait son adversaire; les cascades se suivant les 
unes aprés les autres dans des réflexes appris 
depuis longtemps. L’harmonieuse chorégraphie se 
poursuivait, de plus en plus haute dans le ciel. 
Brusquement, Alexis se réveilla. 


Wolfe, tu prépares quelque chose. Tu es 
meilleur que cela: tu aurais di me prendre 
pendant que je révassait. Ou peut-étre es-tu 
blessé? Non, je ne crois pas. Je dois maintenant 
faire ce que j’aurais da faire dés le début: 
t’abattre... 


Sa proie, comme si elle pouvait entendre, 
interrompit une montée en chandelle en plongeant 
brusquement. 


Tu le sens, n’est-ce pas? Ta fin sera digne 
d’un pilote et d’un ami. 


L’avion rouge, en pleine plongée, se 
stabilisa |’arriére du bleu, prét 4 donner le coup 
final. Alexis brancha la radio; il entendit 
immédiatement la respiration saccadée de Wolfe. 


- "Adieu, tovarish." 


Mais, soudain, le radar capta quelque chose. 
Trop tard. La tuyére gauche sembla s’enfler. 
Alexis comprit: la roulade inutile du veritech bleu 
en mode Guardian, le piqué. Il s’était fait avoir 
par le vieux truc du caillou. Trés difficile excuter, 
mais pour Wolfe... La roche devait étre dans son 
reste de main droite et il l’avait lachée, lors du 
piqué, vers la turbine de son poursuivant. L’appel 
d’air avait fait le reste, provoquant d’énormes 
dégats. Tout autre objet pénétrant dans la turbine 
a plus de Mach 4 aurait fait la méme chose. 
Alexis essaya de tirer une rafale de laser. Rien a 
faire. Il n’avait plus de tuyére 4 sa gauche, ni 
d’aile d’ailleurs. Plus qu’une gerbe de feu qui 
enveloppa bientdét le cockpit. La fleur de 
protoculture devait avoir terminé sa mitose, 
librant un torrent d’énergie. 


Le veritech bleu se redressa, laissant une 
boule de débris embrasé s’écraser au sol. 


Yvon Maillé Jr. 


Apologies to our english readers, but we 
publish stories in the language in which they were 
written. La mort d’un pilote (The death of a pilot) 
is a nice story where the soviets’ ace pilot, Alexis 
Kapalov, is engaged in a pursuit with the RDF 
ace, Jonathan Wolfe. Kapalov thinks he will get 
Wolfe, but the latter use the old stone trick. With 
the damaged hand of his veritech, Wolfe throws a 
stone taken on the ground in the turbines of the 
ruskie’s veritech. The reactor explodes, 
destroying the non-transformable veritech of the 
soviet pilot. 


CJP 


ONE KILL TOO MANY 


"With our strength we’ll find the might 
There’s no fight we can’t fight together, 
All together, we can win..." 


Lynn Minmei, We will win. 


- Control tower, this is Orange Team. We’re 
entering sector 24. Everything’s fine, over. 

- Roger, Orange One, have a good flight 
Ron. Over and out. 


Once again, like every morning at the same 
time, two metal beasts, growling their boredom, 
were breaking the loneliness of the wasteland. 
The soil, still radioactive, was beginning to 
recover. It was a long and hard way to go, but 
with a little help and plenty of time, nature would 
come back and claim her lost domain. Back in the 
sky, like two perfectly synchronized dancers, the 
veritechs were patrolling one more time each area 
of sector 24. Their task was quite simple: patrol 
and secure this sector against all enemy 
approaches. At this time, few Zentraedi activities 
were reported through this quadrant. Since the 
destruction of the SDF-1, most of the Zentraedi 
had joined the RDF and helped the Earth 
government rebuilding their torn world. 


All in all, piloting a veritech in a peaceful 
time was a very pleasant job. There was nothing 
more exciting than flying a faster-than-sound 
plane. Almost being the aircraft yourself. It felt 
like the whole sky was in your hands. The wind 
whistling a song of freedom on the cockpit. Man 
was born to fly. 


- Attention Orange Team, this is control 
tower! You’ve got 4 boogies breaking through 
N-E. Heading 216. 


- Roger control tower, this is Orange 
Leader. We’re on our way. Over and out. 


Both veritechs dived simultaneously as they 
executed a sharp turn. Pushing their engines to 
overboost, it was a matter of seconds until they 
reached Mach 4. Automatically the weapon 
system was turned on and all missiles were 
powered. 


- Careful, Ted. They should be on our 
screen now. 

- Don’t worry Ron, I... There they are: at 
two o’clock! 


- Right on, Ted. This is Orange Leader to 
control tower. We’ve got confirmation on four 
unindentified aircrafts. Going for interception. 
Ted! Ready your trigger finger and let’s have a 
look at those clowns. 


As the veritechs unfolded their wings and 
approached their targets, reducing speed, the 
pilots felt that this time it wasn’t to be quite the 
same. Never before anybody had been daring 
enough to try to break in this sector. 


- This is Orange One calling intruders at 
2-7-6-4. You’re violating a restricted air space. 
Please change course or you will be engaged. 


As the warning got through, the on-board 


computer identified the echoes as four Zentraedi 
interceptors, known as “Fighter pods". They had 
tremendous fire power: a large beam cannon 
supported with at least a dozen missiles, and 
overall, they were definitively faster than the 
common veritech. Not exactly a piece of cake! 


Suddenly, they spread out while firing; their 
only answer to the summons. 


- Watch out, Ted! Break out! Control tower, 
we’re being engaged by enemy fire. 


- Roger, Orange Team. Be careful. 


No problem, those guys won’t get away 
with it! 


The pods were moving on a spherical 
trajectory to effectively trap the veritechs in a 
double cross-fire. There was no way to evade this 
maneuver, except by reversing the power. 
Throwing their leg-like reactors in front of them, 
the two veritechs changed to guardian 
configuration. Slowing to a full stop made the 
pilots eyes want to pop out. Then, completing the 
transformation, they switched to battloid mode. 
Surprised by this maneuver, the Zentraedi broke 
their attack and split in two. 


Pulling hard his back thruster, Ron 
managed to get in firing position and squeezed 
the trigger. He scored a hit on the main engines of 
a pod which instantly caught fire. Changing again 
to guardian mode, he dodged an enemy blast by 
firing his right leg thruster, throwing him in a 
spin-like motion. 


Target in range... Locked... Fire missile 5 
and 8 


Closely tailed by the missiles, the damaged 
pod desperately tried to dodge the fatal strike. The 
Zentraedi interceptor turned into a large fireball. 
Then, the powerful explosion left nothing more 
than a mass of twisted metal falling to the ground. 


- Here you go! 


Another pod hesitated. Suddenly, firing 
volleys of missiles, he tumed back and pushed his 
engines to maximum acceleration. 


- Oh! No, you won't! 


Ron saw his desperate move. Firing back, 
two of his missiles hit an enemy missile, causing 
the whole volley to explode in a tremendous blast. 
Going back to fighter mode through this wall of 
fire, Ron started the dangerous game of cat and 
mouse; and he was the cat... So they went into a 
deadly choregraphy. Every time Ron’s targeting 
computer was about to lock-in, the Zentraedi 
executed a spectacular evasive action. 


- Go ahead! You won’t dodge forever. 
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Sooner or later you’ll be dead meat, ’cause I 
won’t let you slip through my fingers! 


The Zentraedi was loosing distance and 
Ron could feel his fatigue. He was going to get 
him. He knew it. 


- Ron! I’ve been hit! Where the hell are 
you? I need help! 


- Roger Ted. I'll be there in a minute... 
As soon as this S.O.B. is dead... 


Anger burning him, fists and teeth 
clenched, he progressively guided his veritech 
right into the tail of the fleeing pod, almost 
locking his targeting sight. 


- Damn Ron! I’ve been hit again! I need 
you! NOW! 


He was so tensed and concentrated that his 
hands started shaking. 


One more second. [ just need one more 
second. That’s it, [ got you. Now EAT THAT! 


And he fired a volley of missiles. Veering 
back sharply, he pushed his veritech to maximum 
speed, reaching Mach 4.2. 


About 50 seconds to get back... 


- Hang on, Ted. I’m coming... Okay, I can 
see you now. Climb to your right. I’ll get rid of 
the one who’s tailing you. 


Very funny. The hunter who’s being hunted. 
This Zentraedi is going to have a big surprise. 
That’s it, move a little more to your right. Here 
you are, right into my claws. 


Warning! Warning! Incoming Attack! 
- What?!! Aaahhh! 


Too concentrated with tailing the fighter 
pod tailing Ted, Ron never saw the last Zentraedi 
who managed to get behind him and fire a lethal 
blow. 


The shock threw what was left of the tail of 
the veritech to the nose, making it execute a 
somersault. His thrusters and tail were totally 
destroyed. The engines being dead, Ron’s fighter 
entered a deadly flat spin. 

- Orange One, this is control tower. Pull 
out! You’re losing altitude. You’re gonna crash! 


- I... Tcan’t. The engines are dead. I can’t 
control her! 


- Ron! I’m not able to evade him, he’s 
gonna shoot me... Ron! Aaarghh... 


NO! TED!!! 


The ground was turning so fast. The air 
pressure was so high. His ears and eyes were so 
painful. He was going to DIE... 


Then nothing more. The silence. The 
DARKNESS. And suddenly, a low vibration. A 
violent flood of light and the reassuring sounds of 
the canopy joints. 


- Well, seems like you’re all dead! 


Still in shock, Ron and Ted were 
unfastening their security gear and hardly getting 
out of their simulator. 


- I have to admit that you made a very good 
flying demonstration. Specially you Brewster. I 
was impressed to see how good you are in 
dog-tail. Too bad, you’ve failed your mission. By 
this time, the two remaining Zentraedi would 
have destroyed our supply of fuel and this, I 
cannot tolerate! 


- Sir, I did shoot two of those pods, and... 


- Yes, I know. But you needed only one 


fatal error of judgment to ruin it. The fighter pod 
you were pursuing was fleeing. After a little 
chase, you should have realized he wasn’t a threat 
anymore. You should have come back to help 
Johnson, especially since he asked you to. But 
there’s something else; and a pilot like you should 
have known it... Whenever you enter a dog fight, 
you should ALWAYS know where ALL the 
enemies are. And be sure that your back is, and 
remains clear. So, as you can see, this is why you 
have failed your simulation. But, more than that, 
you would have been responsible for the death of 
Johnson. Because the purpose of your mission 
was to secure, not to kill... Remember, a good 
pilot is measured by his judgment and his prompt 
reaction. Not by his kills! Any comments? 


- No, Sir. 
- That will be all. 
Michel Gareau 
“A super pilot knows how to use his super 
judgment in a way he won’t have to use his 


super skills..." 
MG 


TrlE ROBOTECH WORLD 


MCcKINNEY, Jack. Genesis (#1), 
Battlecry (#2), Homecoming (#3), 
Battlehymn (#4), Force of Arms 
(#5), Doomsday (#6). NY, Del 
Rey/Ballantine Books, 1987. 214 p. 
ea. 


The novel adaptation of the TV 
series Robotech began in March 1987. 
These novels (#1-6) concern the 
Macross Saga which McKinney 
identifies as the "First Generation". In 
Genesis, the first two chapters are 
describing the discovery and 
exploration of Zor’s spaceship, as 
already done in the Graphic Novel. The 
test of the book goes on with episodes 1 
to 5. The adaptation of McKinney 
follows the scenario of the TV series 
very closely. The major improvement is 
the quotations with which McKinney 
introduces his chapters. We often find 
clever insights or developments that 
increase the treatment of certain aspects 
of the story with great mastership. It 
improves the interest of the novels 


greatly. 


In Battlecry, the author relates 
the action of episodes 6 to 12 with the 
same faithfulness to the original story. 
The interaction between Lisa and Rick 
is well displayed by the author. 
Quotations are still very interesting for 
the avid “techie” who wants new 
“facts”. 


Homecoming puts a major tone 
on the dramatic features of episodes 13, 
15-16 and 18, since 14 and 17 are 
containing reworked material from 
previous shows. The author doesn’t 
insist on the repetitious aspect of these 
two episodes, which is for the best, as 
he can, in this case, allow more space to 
very important shows like Farewell Big 
Brother. The development of Lisa’s 
love for Rick and the tragic death of 
Roy Fokker are well narrated. 


In Battlehymn, Macross 19 to 23 
are adapted. Rick and Lisa are 
discovering their respective 
“impossible" love for Minmei and Kyle, 
and things are getting closer for them. 
Apart from the display of emotions of 
the prominent characters, this novel 
follows the storyline very closely. 


Force of Arms is the adaptation 
of episodes 24 to 28 with their great 
moments (Max and Miriya’s wedding) 
and their not so great ones (the 
Zentraedi global attack). In the TV 
series, episode 27 (Force of Arms) is 
probably the best and most dramatic. 
McKinney did a fair job in his 
adaptation of the striking emotions of 
this show. This book is interesting for 
the evolution of the personal conflicts 
between Kyle, Minmei, Rick and Lisa. 


With Doomsday, the story of 
Macross Saga comes to an end with a 
major emphasis given to the love story 
between Lisa and Rick on one side, and 
to Khyron’s vengeance on the other. 
Episodes 29-36 are those which contain 


most of the intimate situations with 
32-34 and 35 almost entirely devoted to 
Rick and Lisa’s affair. Khyron and 
Minmei add strength to the dramatic 
aspect of the storyline. McKinney 
adapts the rich spectrum of emotions 
contained here with skill; the effort is 
considerable. 


Globally, McKinney, in regard 
of the limitations of novel adaptation 
for famous TV series, is doing a good 
job with the Macross Saga. The real 
fanatic is pleased because anything 
“new" on the subject that he loves is 
always welcome. So, in reading those 
novels, the “techie plunges himself 
again in a great intrigue. What 
McKinney cannot recreate, the reader 
can fetch in his memory to relive the 
original story. And with the quotations 
before each chapter, the curiosity of the 
"techie" is satisfied with new data and 
insights from his favorite characters. 

AD 


McKINNEY, Jack. Southern Cross 
(#7), Metal Fire (#8), The Final 
Nightmare (#9). NY, Del 
Rey/Ballantine Books, 1987. 


These three novels depict the 
Robotech Masters’ series which 
McKinney identifies as the "Second 
Generation". Episodes 1 to 6 are 
adapted in an interesting way in 
Southern Cross. Every fan knows that 
in the TV series, there are some brief 
allusions to admiral Hunter’s 
expeditionary force. At the time, Carl 
Macek was already planning a sequel to 
Robotech. In the novel adaptation, this 
kind of allusions are more numerous. 
As McKinney began the publication of 
the Sentinels’ novels in April 1988, we 
could assume that he used the oncoming 
series scenario to enhance the intrigue 
of the Masters’ which he does with 
quite impressing ability. Dana and 
Bowie’s parents are gone with the 
SDF-3 and while Emerson took care of 
the Grant’s child, we learn that Bron, 
Rico and Konda did the same for Dana 
before their death. Zand, former 
assistant to Lang, remained on Earth 
and did some tests on Dana while she 
was young. We see him like a very 
ambitious man, seeking for himself the 
power deriving from protoculture. 


In Metal Fire, we have 
McKinney’s version of episodes 7 to 
14. We learn that Zand has a high 
influence on the Southern Cross high 
command which fears him because of 
his outlandish ways with protoculture. 
Nonetheless, he’s unable to obtain Zor’s 
body for examination due to Emerson’s 
presence of mind. We learn from 
McKinney that major Carpenter’s return 
to Earth from the SDF-3 expedition was 
Lang’s idea. As in the last novel, all the 
original features of the series are well 
portrayed. New informations on the 
characters and the storyline brought in 
by McKinney are well blended for the 
foretaste of the Sentinels. This results in 
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a major improvement that bring these 
books to a good quality status. 


We comment here the last 
chapter of the Masters, the Final 
Nightmare, which treats episodes 15 to 
24 with more and more liberty in regard 
of the original scenario. In the "Second 
Generation" series, especially in the 
third volume, McKinney, in a masterful 
act, ties up many loose ends left 
unexplained in the series. Zand, with the 
powers obtained from protoculture, 
urges the UEG and Leonard to 
“unwillingly" attack the Robotech 
Masters relentlessly. However, Zand's 
powers are totally uneffective on 
Emerson, thus he becomes his most 
feared enemy, moreso since the time the 
general threatened to kill him if he 
continued his experiments on Dana. 
Remember the strange dog we saw only 
twice in the series? McKinney has made 
it the missing link of the evolutionary 
cycle of the Flower of Life. He is the 
Pollinator who helped the releasing of 
the spores from the opening flowers. 


In the novel, the destruction of 
the mutating protoculture, by the 
exploding Robotech Masters’ ship, is 
prevented by the three wraiths. These 
strange emanations protected the 
“greenhouse” by dampening the effect 
of the explosion, using all remaining 
protoculture of the SDF-1’s matrix. 
With their departure, all surrounding 
protoculture has been transformed into 
Flower of Life. At the end, Zand 
becomes completely mad with the 
obsession of taking Dana’s halfbreed 
powers. He is assisted by Russo, now a 
mere zombie under his control, an old 
acquaintance from early Macross. Zand, 
already under the strong influence of 
protoculture, in his attempt to transfer 
Dana’s powers to him, is ultimately 
transformed in a giant Flower of Life by 
the last of the leaving wraiths. Dana 
now realizes the scope of her powers 
and foresees that her role is no longer 
on Earth. As romance is an essential 
part of Robotech, we find Mary with 
Sean, Nova with Dennis Brown, Musica 
with Bowie and Dana with Angelo. 


Alain Dubreuvil and Pau! Berthiaume 


MACEK, Carl; STAUCH, Svea. 
Macross #1: Booby Trap. 
Norristown, Comico, 1984. [36 p.] 


MACEK, Carl; VOKES, Neil D.; et al. 
Robotech: The Macross Saga 
#2-26. Norristown, Comico, 
1985-1988. 26 p. 


BARON, Mikes; VOKES, Neil D.; et 
al. Robotech Masters #1-22. 
Norristown, Comico, 1985-1988. 
26 p. 


MACEK, Carl; BYERS, Reggie; et al. 
Robotech: The New Generation. 
#1-22. Norristown, Comico, 
1985-1988. 26 p. 


Comico began the publication of 
the Macross Saga even before its 
telease on TV. Macross #1, Booby 
Trap, was out in December 1984 while 
the TV series was launched in March of 
the same year. Closer to the Japanese 
scenario, this collector’s item used 
cell-like procedure which was very 
impressing but time and 
money-consuming for an affordable and 
regular comic book. The script was by 
Carl Macek, the father of the Robotech 
adaptation, and his wife, Svea Stauch, 
did the pencil work in a very elegant 
way. 


With TMS #2, released in April 
1985, and all subsequent issues, a more 
traditional technique was used to allow 
a better rate of publications: 9 issues per 
year. TMS #2 and #3 were written by 
the same Carl Macek while Neil Vokes 
did his best, without a constant success, 
to match the artwork of TMS #1. TMS 
#4 was the last script, all very good, 
done by Carl Macek. Jack Herman got 
the job for #5 to # 16. It is a clean work. 


To finish with the script, before 
getting acquainted with the art of TMS 
#4 to #26, I have to say something 
about Markalan Joplin who is in place 
since TMS #17. That’s when the things 
are beginning to get awfully mixed up 
in the sentimental relations between 
Rick, Lisa, Minmei and Kyle. M. 
Joplin, at first, has contributed to lift the 
story a little, using the good words to 
make the “soap" go well. But starting 
with issue #23, M. Joplin took some 
distance from the TV scenario, 
enhancing the psychological 
background, the confusion of emotions 
between the four characters. 


Tf I now look at the art for TMS 
#4 to #26, I see that the work of Reggie 
Byers (issues #4, #8-9) and the one of 
Dave Johnson (#5) were not very 
suitable to the characters of Macross 
Saga. Mike Leeke (issues #6-7, 10-16, 
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20-21 and 23) took the relay and he did 
some substantial improvements to the 
likenesses of his characters with those 
of the series. His work in collaboration 
with Mike Chen (issues #18-19, 22 and 
25) and with Bill Anderson (#26) was 
very good, especially the extraordinary 
#18. His last “solo" works, TMS #20-21 
and #23 are of very good quality and 
seem to me to put TMS well ahead of 
the two other series as far as aesthethic 
quality is concern. Let us not forget 
Harrison Fong’s Phantasm (#17) that 
was drawn with sharp angles and an 
overall haziness to suggest the dreaming 
condition of Rick. Issue #24 was by 
guest penciller Howard Bender who has 
done a fair job, especially with Minmei. 


Before getting a small look on 
the Masters and NG, I have to say, as a 
special fan of TMS, that this series is 
more enjoyable since #17. A real good 
work! 


The Robotech Masters series 
began publication in July 1985. There 
are 23 comic books released in this 
series. Dana’s story was not released 
at the beginning but was featured in a 
special 40-page issue in May 1988. 
Mike Baron has done all the scripts by 
following very closely and without 
Major improvement the original 
scenario. Moreover, there are no major 
problems that I can recall. 


Neil D. Vokes has done the 
drawing for the first 19 printings. Let us 
say that #1 to 3 were excellent. Issues 
#4 to 13 are of generally fair quality. 
With #14 to 19 there is a generai 
improvement of the quality; it is more 
and more pleasing to watch. Issues #20 
to 23, pencilled by Harrison Fong, were 
quite good. Characters are good-looking 
(though Zor is less alike) and the art in 
general is very charming. 


Since July 1985, 25 issues of the 
New Generation have been published 
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by Comico. The script of the series has 
been in several hands since the 
beginning: Carl Macek (#1), Jack 
Herman (#2 to 8; #11-12; #14), Mark 
Burbey (#9-10) and Lawrence Schick 
(#18). The last one, untill the end, was 
Markalan Joplin (#13; 15-17; 19-25) 
who is also doing the job for TMS. 
There never was any major problem 
with the script of this series which was 
done following very closely the original 
scenario. I feel that M. Joplin added a 
personal touch here as in TMS; it is 
more visible in the last issues. 


Dave Johnson (#2 and 4), Jeff 
Dee (#3; 5 and 8) and Reggie Byers 
(#1; 6-7; 9-12; 14-17; 19-20) did most 
of the drawing for this series. Harrison 
Fong did issue #13 which is dream-like 
as for TMS #17, and his job was good. 
Thomas A. Tenney was guest penciller 
for #18 and I was very please with his 
kind of art; he has been chosen to 
replace Reggie Byers and has done a 
good job for the last issues (#21-25). 


Globally, for the real Robotech 
fan, these comic books are always 
pleasant for they add a little something 
to what has already been seen. It was 
good and all three series had improved 
their quality during publication. A good 
collector’s item. (See more comments 
on Comico’s Robotech comics in 
Protoculture Addicts issues #3 and 4). 


Alain Dubreuil 


BARON, Mike; VOKES, Neil; 
STEACY, Ken. Robotech: The 
Graphic Novel. Genesis: Robotech. 
Norristown, Comico, 1986. 48 p. 


Robotech: The Graphic Novel, 
released in December 1986 by Comico, 
is the answer to all the questions you 
had about Robotech but were afraid to 
ask... It is the UNTOLD STORY; the 
WHAT, WHEN and WHY of Car! 
Macek’s Robotech Saga. 


The story begins on a planet of 
the fourth quadrant of the known 
universe. There, we meet Zor and the 
original SDF-1. Then we learn why the 
SDF-1 was sent to Earth and how Zor 
dies. We also have a glance at Roy 
Fokker as a fighter pilot in the Global 
War. We also have a chance to actually 
see what Rick Hunter looked like at the 
age of 10... Many new characters are 
introduced (some of them are back in 
the Sentinels) and you will also learn 
what the SDF-1 was like before the 
“micronians" adapted it. 


T appreciated a lot the artwork of 
Neil D. Vokes which is a little different 
from the japanese style but still very 
good. The script is from Mike Baron 
(based on the plot by Carl Macek) and, 
as I said before, it answers almost all 
the questions we had on Robotech. 
There is a little problem, though: after 
reading it, some new interrogations rise 
up. But most of those new questions 
are answered in The Sentinels. 


T think that all true Robotech 
fans should have one because it is not 
only a comic book, it can also be used 


as a reference manual. The retail price 
is $5.95 ($7.95 CAN), and believe me, 
it is worth the price. If you are a true 
Robotech lover, Robotech the graphic 
novel is a must! 


JOPLIN, Markalan; LEEKE, Mike. 
ROBOTECH in 3-D #1: Booby 
Trap. Norristown, Comico, 1987. 
32 p. ($2.50). 


No! You are not dreaming. It 
has been done! Comico has finally 
teleased in August 1987 the first 
Robotech in 3-D. 

You just have to put on the 
“special 3-D glasses" and the 
MIRACLE happens. The Robotech 
world jumps literally to your eyes (no 
kidding!). As you go through Booby 
Trap, the first episode of the Macross 
Saga, you will discover the characters 
and the action of Robotech as if you 
were there yourself. The adaptation is 
very good and even if some little details 
have been omitted, it follows quite well 
the plot of the original TV series. The 
artwork done by M. Leeke (pencils) and 
M. Chen (inks) is impressive, 
particularly in the realism. Some funny 
details, like the flying chair when Rick 
crashes through a building (p. 31) catch 
the reader’s interest even if you 
sometimes have a strange feeling of 
deja-vu. Note that the cover is one of 
the best they have done. But the most 
interesting feature of ROBOTECH in 
3-D is, of course, the 3-D effect (by Ray 
Zone) which is truly one of the best. 
The effect is at its peak in the aerial 
scenes and in the "de-fold" frames. 
Unfortunately, it was a "one-shot" issue 
and Comico never made a sequel. 


WEISS, David Cody. The Official How 
to draw ROBOTECH manua! #1, 
#2, #3. El Cajon, Blackthorne, 
1987. 32 p. (#1: Rick, eyes, 
SDF-1; #2: Minmei, Breetai, eye 
expressions, Zentraedi flagship; #3: 
Lisa, Roy, movement, Veritech). 


MILLER, Robert A. et al.. The Official 
How to draw ROBOTECH manual 
#4-11. EJ Cajon, Blackthorne, 
1987. 32 p. (#4: Max, Khyron, 
Tactical and Officers Battle Pods; 
#5: Dana, Zor, Hoverbike; #6: 
Nova, Bowie, Hovertank; #7 Sean, 
Robotech armor, Louie, Veritech 
Copter; #8: Angelo, Marie, 
Emerson, Bioroid Invid Fighter, 
Terminator and Hovercraft, sea 
squad; #9: Scott, Marlene, Annie, 
Armored Cyclone; #10: Rand, 
Corg, Alpha Fighter; #11: Lancer, 
Lancer’s Cyclone, Sera, Invid 
Scout Ship and Shock Troopers; 
#12: special anniversary jumbo: 
Rook, Rook’s cyclone, Lunk; hey! 
There is fan artwork by Michel 
Gareau! - CIP). 


In February ’87, we had a new 
born in the very popular world of 
Robotech. Blackthorne Publishing Inc. 
has an other child: The Official How to 
draw ROBOTECH. 


When a series like Robotech 
grows and gains the interest of a very 


large audience, you can be pretty sure to 
see an army of fans. Those fans will 
watch, listen, read Robotech and even 
DRAW. It was a good move to create a 
specialized book on that subject. How 
to draw ROBOTECH was released 
monthly and the retail price was $2.00. 
Most of the drawings shown in it can be 
seen in Robotech Art I and II. The 
creators use an easy-to-follow, 
step-by-step process to help understand 
how to make a good drawing of 
Robotech. One of their good points is 
that they showed the basics of drawing 
and they went to more complicated 
concepts as how to draw eyes and 
characters in the japanese way, 
movement, expressions, perspective, 
balance and composition... The most 
interesting thing is that they had a 
special section for fan mail and art. So 
they gave a unique chance to every 
artist to publish his Robotech art. 
Blackthorne was doing a very good 
job. Tvo bad they stoped the 
publication with #14. 


REYNOLDS, Kay; CARLTON, Ardith. 
Robotech Art f. Norfolk, Donning 
(Starblaze), 1986. 245 pp. 


The first time I saw Robotech 
Art fin the stores, I was very surprised. 
What was that??! Tt was not a game 
supplement, and certainly not a comic 
book... I could not restrain my curiosity 
and bought it (thanks God!). 


Incredible, fantastic. I could not 
believe my eyes. Everything on 
Robotech was there! From Macross to 
Mospeada, passing by all characters and 
mechas. It was a dream come true. 


First you begin your journey 
through Robotech Art # with an 
introduction of Robotech by Carl Macek 
himself. Then you jump into the action 


for 137 pages with a complete synopsis 
of EACH episode of the 3 series. All 
the episodes of each are fully illustrated 
with original art. Kay Reynolds and 
Ardith Carlton describe all episodes 
with such precision that if you have 
missed one, now you know exactly 
what you need to go on with the series. 
The quality of the art is also very 
impressive. Then, in chapters 2 to 4, 
you will have a file on each character 
and mecha of Robotech. Once again, all 
of these fully illustrated, of course. 
After that, you will discover a very 
interesting chapter on japanimation. 
And, finally, to top it all, you will find a 
full credit of Robotech from Harmony 
Gold, all the name changes from the 
original japanese series, and a Robotech 
glossary. 


As you can see, Robotech Art I 
is More than just the art from Robotech. 
Tt gives you all the information you 
should know about its three series. The 
most interesting thing is that it is the 
only reference book in english about the 
Robotech world. The second in line 
could be Macross: The Perfect Memory. 
Unfortunately, it is only available in 
Ppanese... 


All true fans should have a copy 
of Robotech Art . T think that everyone 
should consider it the bible of the 
Robotech Universe. 

MG 


REYNOLDS, Kay. Robotech Art I. 
Norfolk, Donning (Starblaze), 
1987. 131 p. 


Well, that is a very beautiful 
book and T enjoyed it very much. It 
contains some new illustrations from 
the series (good!) and an article on the 
robot theme in japanimation (not bad) 
by Frederik L. Schodt, but IT have been 
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teally impressed by the original art 
section. Those drawings by various 
artists, inspired by the TV series and the 
film, proved that the Robotech universe 
is not still, that it is flexible and can 
move artists’ imaginations. And some 
artists have a very realistic view of 
those characters that we first met in 
japanimation. That is quite strange, 
different, but T love it. Some examples 
(my top 10): a beautiful picture of 
Minmei by Colleen Doran (p. 9); a 
caricature of Minmei, in Rambo, saying 
“T’m sick and tired of you people calling 
me an airhead. I want some respect - 
Right now!" by Don Yee (p. 13); a 
marvelous drawing of Rick sitting on 
the ground, trying to repair his mecha 
and Minmei, in her japanese dress, 
bringing him lunch, by Lela Dowling 
(p. 14); a funny comic strip by Phil 
Foglio (p. 20); some Robotech 
characters drawn in Teddy Bears by 
Edward Luena (pp. 24, 40, 50); some 
fashion pages of Minmei (p. 17), 
Musica (p. 42), Sera (p. 55) and Lancer 
(p. 58) by Trina Robbins; a romantic 
drawing of Dana by C. Doran (p. 37); a 
very beautiful drawing of Nova Satori 
by David A. Cherry (p. 44); a good 
illustration of Scott by C. Doran (p. 53) 
and many astonishing drawings of 
Lancer by C. Doran (pp. 56, 57, 59 and 
60). 


The work of Colleen Doran is, 
therefore, very interesting. We also find 
some original work of Haruhiko 
Mikimoto (HAL) who has drawn the 
characters of the original japanese 


FANIMANGA news 


PA ON THE LINE 


Tanus Publications is running a 
BBS (Bulletin Board System) about 
Science Fiction, Comics, Cyberpunk, 
fanzines, animation and Robotech. 
There is not much about Protoculture 
Addicts because it’s rather a forum BBS 
but if you want to give us comments, 
news, articles you can write them in a 
message or upload them in a file. You 
can also participate to the forums. We 
actually need users to give energy to the 
BBS. So, if you have a computer and a 
modem or a terminal (like Alex) call us: 
CyberNet Gateway (514) 341-8105. 
IMPORTANT NOTE: the BBS is 
running ONLY between midnight and 
10:00 AM Eastern Standard Time 
.S.T.). 

T can also be reached on some 
Montreal BBS or on BIX (Byte 
Information eXchange) under several 
nicknames (Clodjee, FLIP, God jira, 
Grey Dreamer, Rider, sila saga - 


IS ROBOTECH FORGOTTEN? 


Robotech is not aired much in 
America. I heard it is still aired in 
Alaska. Super Ecran, a pay TV channel 
in Montreal, broadcasts it again. In 
France, fans can follow their favorite 


series. 


Tn conclusion, if the Robotech 
Art fis very useful for the fan, the 
Robotech Art His gorgeous, a real 
delectation for the eyes of the Robotech 
fan. The next step is now Robotech Art 
3: The Sentinels . Great! 


Claude J. Pelletier 


RIDDICK, David Keith (prod.). 
Robotech: Background Music 
Collection Volume J. Carson, US 
Renditions, 1987. 37:02 min. 


In short, Robotech is love, war 
and death. But it is more than that. 
Robotech is also music. What about 
Robotech music? 


Music is present in the three 
series: first, with Minmei in Macross, 
then with Bowie and Musica in 
Southern Cross, and finally, with the 
true star Lancer in The New Generation. 
This unique record is available on LPs 
and on CDs. As you will listen to it 
again and again, you will be able to 
literally FEEL the music. The main 
themes will throw you back in the 
action. Then, you will also realize that 
the Robotech music is really good! It 
has not been composed only to fill 
blank spots; it is an entity by itself. 
That is why I was so impressed by this 
tecord. 


On Robotech Background Music 


series without any problem and it seems 
to be the same in Mexico. Is Robotech 
to be forgotten? It must not be! Don’t 
forget to remind your local TV station 


that you want to see it. 
CIP 


ROBOTECH IN FRENCH 


The french pay TV channel! of 
Montreal, Super Ecran (32), is 
broadcasting the Robotech series. The 
translation had been made in France and 
was broadcasted there for four years, on 
the Channel Five. It begun in February 
first 1988 and it was on the air monday 
through friday at 7h30. It’s still 
sporadically aired on sunday. The 
translation is generally fair but contains 
many errors, imprecisions or 
inconsistancies, especially in technical 
words (there’re a lot of them is Science 
Fiction -- people more acquainted with 
SF would not had made those errors). 
Anyway, that is a real good thing: some 
discover the series for the first time and 
will become new fans, and the old fans 
are able to see again the series. Before 
that, there were only two ways to see 
Robotech in Montreal: on the channel 
22 of Burlington in Vermont (who 
withdrew it from its programation in 
summer 1987!) and on video-cassettes 
(available through Family Home 
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there were also four songs: We Will 
Win, by Lynn Minmei (the short 
version), Together (sung for the wed- 
ding of Rick and Lisa in The Sentinels), 
The Way to Love and Lonely Soldier 
Boy by Lancer. The latter is truly one 
of the best songs of Robotech. Rand 
said, in The Big Apple, “That Lancer is 
some kind of singer! You know what I 
mean?!" and Annie replied "Yeah! I 
love him!". That is exactly how I feel 
about Lancer myself. 


T made, with permission of 
David Riddick, a promotional test in 
Montreal and some DJs said that Lonely 
Soldier Boy and Together had a good 
commercial potential on the air. You 
should write or call your local radio 
station and ask for these songs. If they 
do not have it, well, buy them one. We 
never know... 


Finally, one of the most 
interesting feature of the BGM proect is 
a unique Medley of The Sentinels. Most 
of these themes are short, and played on 
synthesizer, but it gives a good preview 
of the feature. 


David Riddick, the producer, has 
done a very good job. He told me that 
there will be a 8GM Music Volume 2 if 
there are enough sales of the first one. 
So, I suggest that if you do not have it, 
Tun to the nearest music store or write to 
Books Nippan (address is given in these 
very pages). 

MG 


REVIEWS 


Entertainment). 
CIP 


ROBOTECH IN FOUR WORDS 


Do you know what are the four 
fundamental elements of Robotech? It is 
romance, war, death and music. We 
find these four elements in each of the 
three parts of Robotech. We have the 
romance between Rick, Minmei and 
Lisa, Claudia and Roy, Max and Miriya, 
Dana and Zor, Bowie and Musica, Sean 
and Marie, Scott and Marlene, Rand 
and Rook, Lancer and Sera, Annie 
and... Well! We have war against 
Zentreadi, Robotech Masters, Invids 
and the death of Roy, Ben, George 
Sullivan, Emerson, Wolf, Sue Graham 
and how many others? Finally, we have 
the music of Minmei, Bowie, Musica, 
Lancer and Janice. 

Cyp 


ANIMAG #8 


This new instalment of Animag 
features the sequel to the Dirty Pair 
article which appeared in issue #4. The 
first article was covering the Dirty Pair 
episodes of 1985-86, giving very useful 
synopsis information. In this one (please 
take note of the splendid Lela 
Dowling’s cover) we get synopses of 


the Affair of Nolandia OVA (1985), the 
Project Eden feature (1987) and the 
10-episode OVA series (1987-88). we 
now have with those two articles all the 
essential documentation to enjoy 
watching original Japanese Dirty Pair 
production (I mean, from the 
non-Japanese speaking point of view). 
Animag #8 also give us a good Yotoden 
coverage as well as the sequels to their 
Five Star Stories and Z Gundam 
articles. There is finally a short review 
of Toshihiro Hirano (Izcer One, 
Dangaio, Vampire Princess Miyu) new 
creation entitled Hades Project 
Zeorymer. 

On the other part, the 
“Animation update" section contains a 
list of the shows currently aired in Japan 
among which City Hunter 3, Mobile 
Police Patlabor and the remake of 
Kimba, the Jungle Emperer, are the 
most prominent. In the OVA field there 
is news on Saigard by Kenichi Onuki 
(Yotoden, Dragonar), Hyperpsychic 
Geo Garaga and Assemble Insert all to 
be released shortly. Still a very good 
investment for any serious anime fan, 
Animag is doing better from issue to 
issue to give reader what he needs. 
You'll see a lot of anime-related ads in 
this one. Hope you’ll find what you’re 
searching for. 

AD 


ANIMANGL 


Animangl #1 is finally out. This 
charming little production has some 
common points with Ben Dunn’s 
Mangazine (on a smaller scale). It 
features manga-like short comic strips 
pencilled by animation/manga fans. T 
have to say that some artwork has a 
very appealing look and there are also 
some definitely humorous sections in 
this comic art digest. The editor, Paul 
Young, is searching for top quality 
comic story contributions. Send good 
photocopies to: Paul Young, 3217 
Shelley St., Victoria, BC, Canada, V8P 
4A6. For more information send a 
self-addressed envelope with an 
International Reply Coupon (U.S. 
stamps do not work in Canada). 

AD 


TAPANIMATION 


Remember that magazine 
published by Eclectic Press in Detroit? 
Japanimation, The Magazine of 
Japanese Anime & science fiction. T 
mentioned it in PA #3 and I didn’t know 
at that time how many issues they made. 
T met the publisher in San Diego. They 
stopped publication after only four 
issues and none of them seem to be 
available. The magazine merged with 
Animag and its publisher moved to 
California. 

CIP 


QUARK 


... is the Irregular Science Fic- 
tion/Fantasy Fanzine. Three issues so 
far. $2.95 CAN/$2.50 US. Short stories, 
critics (of movies, books, anime, 
comics, OVAs), articles on anime, 
general RPG, news, etc. Very 
interesting fanzine. Quark, P.O. Box 
5166, St-Laurent, Qc., Canada H4L 
4Z7. 

Cp 


BLACK MAGIC 


This story represented 
Masamune Shirow’s real debut in the 
world of manga and the genesis of 
Appleseed’s universe. It is a series of 
connected stories circling around the 
efforts of the super-bioroid girl Typhon 
as she attempts to control the excesses 
of the current bioroid government on 
Venus. Translation by Studio Proteus, 
lettering and retouch by L. Lois Buhalis, 
48 pages, monthly, $2.75. Will start in 
February 1990. (Eclipse Comics & 
Studio Proteus). 

CIP 


WHAT’S MICHAEL? 


A Garfield-like story on Japan 
bestsellers list (10 million copies sold) 
by Makoto Kobayashi. An hilarious 
study of cats and people behavior. This 
book, about 108 pages, collects fourteen 
of the funniest stories in the series. 
Translation by Studio Proteus, lettering 
by L. Lois Buhalis, $7.95, to be released 
this Winter. Other books will be 
released on semi-annual basis. (Eclipse 
Comics & Studio Proteus). 

CIP 


LENSMAN 


The japanese movie and TV: 
series Lensman (rumors said that the 
latter would be available in translation 
soon), based on the E. E. "Doc" Smith 
novels, is to be adapted into a comic 
book by Eternity Comics, in an 
exclusive licensing arrangement with 
Harmony Gold U.S.A., Inc. Writer is 
Paul O’Connor, penciller is Tim Eldred. 
Set for early 1990 release. 

A far-reaching epic in Star Wars 
tradition, Lensman puts young Kimball 
Kinnison against the evil Boskone, a 
race of aliens bent on conquering the 
galaxy. “Kinnison inherits the Lens, a 
mystical device which allows the wearer 
powers beyond human ken," writer Paul 
O’Connor explained. “The holder of 
The Lens is very rare -- there are only a 
dozen Lensmen in the Galactic 
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Patrol,and their duty is to protect 
civilization from absolute evil." 
Kimball is entrusted with a 
secret formula which holds the future of 
the Galaxy in the balance. In order to 
complete his mission, the young 
Lensman must fight the assembled 
might of the Boskone Empire. “But Kim 
is not alone," O’Connor said. "He is 
aided by his friends: Buskirk, the giant 
Velerian warrior; Worsel, the 
dragon-like Lensman of the Velantia; 
the beautiful Clarissa MacDougal of the 
Galactic Patrol; aud the feisty “Wild 


a 


Bill", who works as a disc jockey in a 
Boskone Disco, but is actually an 
undercover agent for the Galactic 
Patrol. If anyone can pull this mission 
off, they can". 

’ Aiding and abetting O’Connor 
on Lensman is penciller Tim Eldred, 
currently the artist on Mecha from Dark 
Horse. "Tim’s artwork is very clean and 
his renderings of the characters, 
backgrounds, and machines are true to 
the original," Eternity Editor-in-Chief 
Chris Ulm said. “Paul’s scripts remain 
close to the animated series, but he’s 
fleshing out scenes, adding depth to the 
characters and a subplot or two to the 
finished story." 

Lensman was created by the 
legendary science fiction author E. 
(Edward) E. (Elmer) “Doc" Smith 
(1890-1965) in 1937 in the pages of the 
pulp magazine Astounding.Originally 
created as a series of four books. Smith 
rewrote one of his earlier novels, 
Triplanetary, to fit inty the continuity 
and later added a 6' novel, First 
Lensman. 

The Lensman animated movie 
was originally produced in Japan by 
Kodansha and featured extensive use of 
computer animation techniques. The 
script was written by Soji Yoshikawa, 
and is a significant departure from the 
original novels. “The Japanese anime 
centers the story around Kim Kinnison 
instead of the larger network of families 
seen in the novels," O’Connor said. 
"The story is streamlined as a result." 
(Eternity Comics). 

CIP 


COBRA 


A space-adventure telling the 
story of a fun-loving yet justice-minded 
space pirate and his sexy android 
assistant, Lady, who zip around the 
cosmos in search of frolic and profit 
while failing the plots of the nefarious 
Pirate Guild. Star Wars-type and looks 
a bit old but that should please those 
"mainstream" comic readers who view 
anything foreign as not worthy of their 
well-defined tastes. It’s filled with 
fast-paced action, laser gun shoot-outs, 
intergalactic chase scenes, as well as the 
occasional buxom space beauty and a 
bit of well-placed tongue-in-cheek 
humor. Story and art by Buichi 
Terasawa. Serialized in Shonen Jump 
magazine (1979-1985), reprinted in 
Japan as an eighteen-volume graphic 
novel series. Produced as a full length 
feature animated film and animated TV 
series (1982). Adapted in English by no 
other than Marv Wolfman (BSatman, 
New Titans). Twelve issues, monthly, 
48 pages, $2.95 US/$4.00 CAN, in 
February. ( Viz-in 13, Viz Comics). 

CIP 


HOROBI 


A tale of horror set in present 
day Japan. It is the story of the 
inheritors of an ancient power that 
allows them to make the creatures that 
inhabit their own dreams come to life. 
Two cursed families (one good, the 
other selfish) fighting each other. Story 
and art by Yoshihisha Tagami (creator 
of Grey) and adapted in English by Len 
Wein (Swamp Thing) as two lenghty 
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mini-series. The first part will run for 
eight issues in the Premiere Comics 
format, Viz’s mature reader line. Each 
issue will be 72-pages in length with a 
cover price of $3.75 US/$5.00 CAN. To 
be released in March. The second part 
will be released as soon as Tagami 
finishes this monumental tale. (Viz 
Comics). 

CIP 


THE LAUGHING TARGET 


Another short story by the 
polyvalent Rumiko Takahashi, dealing 
this time with horror (there are lot of 
horror stories these days in Japan!). It’s 
a story of love and betrayal. Having 
been betrothed to his cousin Azusa 
when he was a child, Yuzuru doesn’t 
take this engagement seriously. This 
angers Azusa and in her rage it is 
tevealed that her family is cursed by 
malefic spirits who plot to use Azusa as 
a tool in spreading their evil. First 
appeared in Weekly Shonen Sunday 
(feb. special, 1983), reprinted in Rumic 
World Graphic Novel, Vol. 1 (May 
1984), adapted as an animated video. 
Will be adapted in English by Len Wein 
(Swamp Thing) in Rumic World 
Quarterly #2. January, 64 pages, $3.50 
US/$4.75 CAN. (Viz-In 15, Viz 
Comics). 

CIP 


THE VENUS WARS 


Studio Proteus is now a 
mMammot institution in the manga 
translation field. They are doing 
Appleseed, Black Magic, Cyber 7, Dirty 
Pair, Dominion and What’s Michael for 
Eclipse, Nausicaa for Viz and 
Outlanders for Dark Horse (By the way, 
an Ouptlanders graphic novel is 
announced for a November release). 
They are also translating The Venus 
Wars for a publisher still to be 
announced. This story is written and 
illustrated by Yoshikazu Yasuhiko, well 
known as a character designer and 
animation director (Gundam, Crusher 
Joe, Arion, Giant Gorg, The Venus 
Wars). Very reminiscent of Heinlein 
books such as Red Planet and Starship 
Troopers, The Venus Wars is a tight 


action/adventure set against a 
near-future backdrop of rebellion and 
war on the colonized planet Venus, 
made habitable after the accidental 
collision with an ice asteroid. The two 
continents of Venus are at war and Ken 
Falkirk, one of the disaffected and 
bored youth of Venus, volunteered for 
the anti-tank superbikes Brigades. A 
beautiful and complex story with a large 
cast of fascinating characters. Lettering 
and retouch by Tom Orzechowski, 
about 42 issues of 32-40 pages, painted 
covers, $2.25, monthly, starting in 
Spring 1990. (Studio Proteus). 

CIP 


FLASHBACK 2012 


Macross: Flashback 2012 is a 
music video sequel of Macross: The 
Movie. It is featuring MEGAROAD-O1, 
a Super Immigration Ship commanded 
by Misa Hayase, the skul! Squadron 
(still commanded by Hikaru Ichijyo) 
equiped with VFX-4, a non- 
transformable mecha, and, of course, 
Minmei, 30 years old, singing and 
remembering her past. There are eight 
minutes of totally new animation. 
Totally gorgeous. It shows which 
direction could be given to a movie 
sequel of Macross. (Nippan Books 
Catalog & Anime-Zine #2). 

CIP 


US RENDITIONS VIDEOS 


US Renditions announced two 
english subtitled videos to be released in 
January 1990. First, Gunbuster vol. 1 
(characters designed by Haruhiko 
Mikimoto, creator of Macross) telling 
the adventures of the beautiful space 
pilot trainee Noriko, whose burning 
ambition is to continue her father’s 
legacy as a top soldier in the Earth 
Space Force. The other is Dangaio part 
1 by Toshihiro Hirano (fezer-One). 
Tarsan is the unscrupulous space 
scientist who develops psionic mecha 
warriors to sell to the highest bidder. 


But the team of mind-controlled pilots 
he used to control the deadly 
mechanical! robots are in fact kidnapped 
victims stripped of their identities. Both 
videos are available at $34.95 from 
Books Nippan. Many other releases to 
be announced. (Books Nippan/US 
Renditions). 

CIP 


AKTRA IN THEATERS 


Carl Macek and Jerry Beck have 
announced that their theatrical 
distribution company Streamline 
Pictures has acquired the U.S. theatrical 
rights to the Japanese animated science 
fiction feature Akira. Based on 
director Katsuhiro Otomo’s 
international best selling graphic novel 
(published in the U.S. ty Marvel 
Comics), Akira is a tale of a 
post-apocalyptic Tokyo overrun by 
motocycle gangs, religious fanatics, and 
a paranoid government guarding a 
secret race of powerful telekinetic 
children. The film is the most expensive 
animated feature ever produced in 
Japan and contains full state-of-the-art 
animation. 

Akira will begin limited 
showings in selected theaters beginning 
December 26 in San Francisco, Boston, 
Washington D.C., and Seattle. The film 
will roll out across the country during 
the winter. (Streamline Pictures). 


RANMA 1/2 


Yet another comedy by the very 
prolific Rumiko Takahashi. Serialized 
continually since September ’87 in 
Shonen Sunday, collected in an 
8-volume graphic novel, and animated 
in a very popular TV series last Spring, 
Ranma 1/2 will be published by Viz 
Comics in a near future. With a very 
complicated but funny plot, this manga 
tells the story of Ranma and his father 
travelling to China to train in martial 
arts. While training in a field covered 
by strange small ponds, they each fall in 
a different pond and discover that they 
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are cursed. Whenever they are doused 
with water they change form: Ranma in 
a girl and his father in a panda! Of 
course, as Ranma was supposed to be 
betrothed to the daughter of his father’s 
friend, this cause many imbroglios... 
( Viz In #16). 

CcyP 


MANGACTUALITY 


The expected manga and 
manga-like publications for December, 
January and February: 


Aircel: Team Nippon #8-9. 

Dark Horse: Outlanders #13-15. 

Eclipse: Appleseed Uf #5-7, Black 
Magic #1, Cyber 7 #2.3-5, 
Dominion #3-5, What’s Michael? 
#1. 


Kazuo Koike and Ryoichi tkegami/Shogaku 


EREE ET EiGBLESeeasesarcisas 


Epic: Akira #16-17. 

Eternity: Captain Harlock #4-9, 
Lensman #1-2, Malcontent #6-8, 
Ninja High School #18-20, 
Sentinels #14-16, Tiger-X #5-7, . 

Viz: Baoh #2-3, Cobra #1, Crying 
Freeman #4-5, Nausicaa [1 #1-5, 
Rumic World #2-3. 


CJP 


TRIVIA ANSWERS 


Episode 1: Booby Trap 


1- 1999. 

2- 10 years. 

3- 3/4 of a mile. 

4- To look happy and wave. 

5-210 (1021 in Comico comics). 

6- 800 mph (1000 in Comico comics). 

7- 108 (180 in Comico comics and 118 in the 
french translation of the TV series). 

8- In fact, he sent just one but when SDF-1 
shot the main gun, two were destroy. 
Now that’s a hit! 

9- He bumped his head and he is asked not to 
smoke. 

10- Armor 2. 

11- VT-102 (once VT-1023; Vt-10 in the 
Comico and 3-D issues). 

12- "Climb and bank". 

13- Switch to configuration B. 


Episode 2: Countdown 


1- Jason 

2-"Anenemy spy!" 

3- A truck of vital military supplies (medical 
supplies in the Comico issue). 


S- Her diary. 

6- The gravity pods are breaking away. 

7- He caught Minmei in flight while she was 
falling and brough her in the cockpit of 
his veritech! 

8- To fight giant, enemy aliens. 


Episode 3: Space Fold 


1- A dead Zentreadi was grasping the leg of 


his veritech. 

2- He disconnected the cockpit of Rick’s 
veritech and linked it with his. 

3- Old sourpuss (old women). 

4- The sphere of the fold included Macross 
Island and a part of the ocean. 

5- Near Pluto. 

6- It vanished into thin air! 

7- He used the rocket booster of his fan jet 
and entered through a hole made by a 
battle pod. 

8- "It’s gonna be a long trip". 


Fpisode 4: The Long Wait 


1- A gyro-compass. 

2- About 70,000. 

3- SDF-1 with RDF insigna. 

4- He broke a pipe. 

5- She took a shower. 

6- An entertainer. 

7- His helmet and his scarf. 

8- A tuna fish. 

9- His flight suit got ripped. 

10- To be in love. 

11- They pretend wedding. 

12- An accident in the city construction broke 
the ceiling and then the mayor saw them. 


Episode 5: Transformation 


1- To re-open their restaurant. 

2- Two weeks. 

3- That he was just a friend. 

4- Chow mein. 

5- He proposed a modular transformation to 
supply power to the main gun. The link 
with the primary reflex furnace had been 
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cut with the disappearance of the fold 
system. 

6- A junk pile. 

7- To join RDF. 

8- To have contact with any Micronians’ 
planet. 

9- She was accepted as candidate for the 
Miss Macross contest. 

10- The enemy ships were disintegrated and a 
large part of the inner city was 
destroyed. 

11- To join the Robotech forces. 


Episode 6: Blitzkrieg 


1- In a lingerie shop. 

2- A sneak attack near Saturn. 

3- A blitzkrieg. 

4- A robot-camera. 

5- The pinpoint barrier. 

6- To fly dangerously. 

7- "Talk is easy when you’ re in a nice safe 
control room". 

8- He had an encounter with a full-size 
Zentreadi. 

9- The Daedalus Attack: ramming the 
Zentreadi vessel with the Deadalus 
"arm" of the SDF-1. 

10- "Perhaps it’s time we called in 
reinforcements". 


All texts quoted had been taken from 
The Macross Saga comics, published by 
Comico. 


PROTOCULTURE ADDICTS: 
The Official Robotech™ Fanzine. 
Licenced by Harmony Gold 
U.S.A., distributor and copyright 
holder of Robotech™ and 
Robotech Il: The Sentinels™. 
Articles, news, reviews, 
interviews, “optional” rules for 
the Role-Playing Game, fan art 
and much more about the world 
of Robotech”, Robotech il: The 
Sentinels™, Jaoanimation & 
Manga. Quarterly, 36 pgs, B&W, 
color cover, Comic Book size. 


Subscriptions to Protoculture 
Addicts (4 issues/1 year) are 
$7US or $9 CAN. Back issues 
are $2.25 US or $2.95 CAN 
each. Also available in your local 
comic shop. Ask for it! 


PROTOCULTURE ADDICTS. 
P.O. Box 35, Station Ahuntsic, 
Montreal, Qc., Canada, H3L 
3N5. 


LA. & 9: The SECOND 
PRINTING of the first issue 
of the Official Robotech 
Fanzine will feature the 
original B&W wrap-around 
cover, the very first 
instalment of our chronicles 
(The Zentraedi Way, Uh?!, 
Robotech Trivia), the Who’s 
who of P.A. staff, two articles 
on Robotecth’s spirit, a lot of 
reviews (novels, comics, art 
books, BGM), two short 
stories and a five-page comic 
strip. It will also contain ALL 
NEW MATERIAL like fan 
letters, news, illustrations. 


«. ©21 Aside from the usual 
chronicles (letters, tri- 
via,"Uh?!", news and 
reviews) this issue introduces 
the first part of an exclusive 
interview with Carl Macek, 
the creator of Robotech, and 
an introductory article on the 
history of japanimation. You 
can also find some optional 
rules for the Robotech RPG: 
the "Quality Rating", a mean 
to measure the extent of a 
success roll, and the "Mecha 
Repair" system which 
provides tables to determine 
types of damage sustained 
by a mecha and how long it 
will take to repair it. You can 


also read "Earthrise", a short 
story by Andrew J. Lucas. 
Out of print. 


Sorry, ‘ssus “3 is out of print. 
Pu. @i: This issue features 
an article evaluating the 
feasibility of constructing a 
VERITECH today, an inter- 
view with KEVIN SIEM- 
BIEDA, publisher of the 
Robotech Role-Playing 
Game, reviews on Robotech 
RPG books and Sentinels 
novels. The second part of 
the "Operation Aborted" 
COMIC strip, the optional 
Random Hit Location Tables 
for the Cyclone, Alpha and 
Beta in the Robotech RPG; 
articles on PROJECT A-KO 
and on Osamu TEZUKA. 
Plus: "The Zentraedi Way", 
"Uh?!", letters, Top Ten Male 
Robotech characters and 
some feedback. 


Po. 5: This summer issue 
contains: Trivia, Uh?!, The 
Zentraedi Way, Lyrics, the 


35 


second part of "Making the 
Veritech a Reality", the first 
part of an exclusive interview 
with Jack McKinney, Invid 
Mecha’s Random Hit 
Location Table for the 
ROBOTECH RPG, an article 
on /CZER-1, an introduction 
to MEKTON RPG, some 
reviews, many news and a lot 
of illustrations. 


PA. #6: One of the most 
interesting issue of PA. It’s a 
Jack MCKINNEY’s special: 
the last part of his interview, 
an article by Brian DALEY 
revealing who really is the 
author of the Robotech 
novels, and the first chapter 
of THE END OF THE 
CIRCLE. There is also a 
report on PA’s summer tour 
from SAN DIEGO to New 
York, an article on LAPUTA, 
lots of reviews (comics, RPG 
Books, BGM CD) and many 
NEWS on the JAPANIMA- 
TION world. Also a special 
inset with F-14 pictures and 
Sentinels POSTER. 
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